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THE ANIME & MANGA MAGAZINE 


From THE GRUMBLING RUINS OF TOKYO TO A TALE OF TANGLED Loves 


Yoshiaki Kawajiri, the tyrannical 

Levih Rah has created a Demon City 
in Shinjuku and now plans to destroy 
the entire planet in three days time. No 
one has dared to cross the foul moat 
that Rah and his band of fugitives have 
built around the Demon City until now. 
Desperate to rescue her father, the 
beautiful Sayaka Rama along with 
Kyoya, a streetwise teenager, venture 
into the Demon City. Will they be 
able to overcome Rah’s band of thugs 
and destroy Levih Rah before he 
destroys them? 


| n this suspenseful tale, directed by 


Catalog #: USM 1107 
Color, Stereo, 82 minutes. 


Animated action adventure. 
Original Japanese dialogue with 
English subtitles. Unrated. 
Suitable for most audiences. 
Parental discretion advised. 
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250 West 57th Street, Suite 317, New York, NY 10107 


T= love stories like you've never 
seen before! In the first, song writer 
Tsurujiro Kazama must get to know 
each singer before composing a best- 
selling song for her. After many conquests, 
he still has only one true love who he 
admires from afar. In the second story, 
Sachiko’s fiancé is stolen by a rival and her 
only hope of winning him back is to hire 
the services of Toyama No Benbei, seducer 
extraordinaire. In the third story, lwata’s 
girlfriend, Tomoko, won't rest until they 
are married. Yet, he dreams of another. 

Will love conquer all in these tangled 

tales written by well-known writer Yujin? 


Catalog #: USM 1075 
Color. Stereo. 45 minutes. 
Animated comedy, 

(prices may aryin Canada) Original Japanese dialogue with 
English subtitles. Unrated. 
Contains some nudity. 
Parental discretion advised. 
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EDITORIAL 


THE OLD MADEINEW, 


PROTOCULTURE ADDICTS #27. March/April 1994. The Anime & Manga magazine. Published 
bimonthly by IANUS PUBLICATIONS INC., 5000 D'tberville Street, Suite #332, Montreal, Quebec, 
Canada H2H 236. Fax: (514) 523-8680. 


PROTOCULTURE ADDICTS is ©1994 by IANUS PUBLICATIONS. The copyrights and trademarks 
mentioned herein are the property of their respective owners. PROTOCULTURE ADDICTS acknowl- 
edges the creators and copyrights holders of the materials mentioned or pictured herein, and does 
not seek to infringe on their rights. All rights to articles/artwork revert to their respective writers/ 
artists upon publication. Contributors are responsible for their views which are not necessarily those 
of PROTOCULTURE ADDICTS. No part of this magazine can be reproduced without permission from 
the publisher, except for review purposes. 


Legal deposit at the National Library of Quebec 


Lega! deposit at the National Library of Canada ISSN 0835-9563 Printed in Canada 


Asmost of you probably knows, PROTOCULTURE ADDICTS was The Official Robotech Fanzine 
before being the Anime & Manga magazine It is now. The name is still reminiscent of our 
first love, though that it could now be interpreted as refering fo the anime as a culture in the 
making. ROBOTECH was something big. It was not only the rediscovery of the Japanese 
animation for me (after the Leo the Lion, Marine Doy, Speed Racer, and Grandizer of my 
youth), bur it also made the anime industry what it is new in North America. With this issue, 
we wanr to remember what it wos, show it to those who were nor there, and pay tribute 
to this composite animation. 


Itisa. current trend to travel back in the past ro rediscover whar was loved. This determination 
to make new thing from the old is probably the sign that people ore nor satisfied with whar 
they have now. No wonder with a weak economy, so many wars, ond even several freak 
display of nature: things of the past always look better. Ir is the Golden Age syndrome. Iris 
also true in animation. There was not many grear shows in the last few years. Thor is probably 
why even the Japanese give new life to old show (Giant Robo, Magma), or produce a lot 
of sequels (more Gundam, Macross, Orguss , and even another Yomoro — just fo name 
a few). The ROBOTECH revival is probably part of this phenomenon. Or maybe it is just 
because there is still a large amount of Robotechies. Some of them tried hard fo bring back 
the show (like it was done for STAR TREK) and they finaly succeed. It played again on the 
Sci-Fi channel; the ROBOTECH comics-never stopped at Eremity, the ROBOTECH RPG by 
Palladium was a grear success, and there is more ROBOTECH novels to come. 


In this special issue, we will first give you an exclusive preview of rhe new novel by Jack 
McKinney; ZENTREADI REBELLION. Then. we will try fo inventory the extend of this 
phenomenon in all its incarnation and give you some comments from the fans themselves, 
in the letter column. Of course, we are conscious that all our readers may nor be ROBOTECH 
fans, and we tried to keep some of of our Usual variety. Aftera tribute to the show that started 
it all, what could be beer than talking about the next generation of anime in North 
America: the new Pioneer release, TENCH] MUYO. With all the anti-violence lobby thor 
pressure them, the TV channels and networks need to be careful in what they show; and 
knowing the nature of most Japanese animations, it is dubtful thar we will see lots of 
Japanimartion on ourTY screen in the near future. The theatrical releases were never areally 
big success. The video market seems to be the best medium to present our beloved anime 
buriris nor perfect yer. The debate between sub and dub will neverhave a solution. Uniess. .. 
With its first release in North America, TENCHI MUYO, Pioneer is offering a way that might 
open new horizon: a laser disc rhar has ar the same time the original, the dub and the sub 
versions. Quality, accessibility, choice. It could revolutionize the anime industry. 


After talking of the past with ROBOTECH, and of the future, with TENCH| MUYO, we are 
bringing you another piece on the Japanese pop culture, this ime about the phenomenon 
of the idol singer in Japan. Ir is not totaly unrelated to ROBOTECH since it is explaining what 
Minmei was. Our nwo most popular sections ore the news ond the reviews. People always 
ask for more pages of those, because they want To know whar's coming and if itis any good 
fo them. They will surely be satisfied with this issue. 


Clnb\\ ite.) 


Claude J, Pelletier 


Enjoy! 
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CREDITS - COPYRIGHTS 


AH! MY GODDESS (© Pony Canyon/ Kadansha/TBS/ 
KSS Films. The animation will be release soon in 
English by AnimEigo). AMBASSADOR MAGMA (™& 
© 1993 Tezuka Productions / PLEX. Exclusively ti- 
censed by LA Hero/Nippan). BATTLE ANGEL (©, 
1983 Yukito Kishiro/ Business Jump/ Shueisha’ KSS, 
Inc/ MOVIC. Released by A.D, Vision. All Rights Re- 
served). BUBBLEGUM CRISIS (‘© 1987/90 Artmici 
Youmex. Translation & subtities © 1991-92 AnimEigo. 
Comic © Adam Warren/ Dark Horse). DIRTY PAIR 
FLASH (© Takachiho & Studio Nue/ Sunrise), FATAL 
FURY (© SNK/NAS). GENOCYBER (© 1993 Artmic! 
Plex. English subtitled version & package © Central 
Patk Media). GIANT ROBO ('™ & © 1992/93 Hikari 
Productions/ Amuse Video/ Plex/ Atlantis. Exclusively 
licensed by LA. Hero/Nippan). GUNDAM (@ Sunrise), 
HADES PROJECT ZEGRYMER (© 1988/89 Morio 
‘Chimi/ Artmic AIC. English subtitled version and pack- 
age © 1993 Central Park Media). KABUTO (© 1982/ 
93 Buichi Terasawa/ NEP/KSS inc, ™Buichi Terasana. 
Exclusively ficensed by L.A. Hero/ Dark Image Enter- 
tainment. Distributed by Nippan), KIMAGURE OR- 
ANGE ROAD (@ 1988/90 Toho-Studio Pierrot Subti- 
tied and released by Animeigo. Licensed by Toto 
International Co, Ltd.). LUPIN Ill; TALES OF THE 
WOLF. ALBATROSS, WINGS OF DEATH (©1977. 1969 
Monkey Punch. All Rights Reserved. Packaging © 
1993 Streamline Piclures). MACROSS 11 (© 1993 
‘Hero Communications/ Big West/ Macross I! Project. 
Exclusively licensed by LA, Hero/Nippan). MER- 
MAID'S SCAR (© Rumiko Takahashi Shogakukan tne. 
Exclusively licensed by Viz Communications inc). 
NAUSICAA (© 1993 Studio Ghibli’ Tokuma Shoten. 
English version of the manga is published by Viz 
‘Comeis), PROJECT A-KO (© 1986 Soeishinsha/Fina 
‘Nishijima, English version © 1992 Central Park Mesial 
Island World, Package © 1992 CPM). RANMA 1/2 (© 
1993 Rumiko Takahashi/Shogakukan/Kitty/Fuy TV. 
Exclusively licensed by Viz Communications inc) AG 
VEDA (© 1992 CLAMP! Shinshokan’ Sony Music 
Entertainment (Japan) Inc! MOVIC. English subtitled 
version & packaging © 1993 Central Park Media 
Corporation). ROBOTECH (@ 1985 Harmony Gold 
USA, inc, & Tatsunoko Production Co., Lid. Al Rights 
Reserved. ROBOTECH® is a registered trademark 
‘owned and ficensed by Harmony Gold USA inc. The 
ROBOTECH novels are published by Ballantine Det Rey 
Books). SILENT MOBIUS (© 1991 Kia Asamuye’ 
Kadokawa Publishing Co., Lid. Package design: HOW 
‘STUDIO. © 1993 Streamline Entreprise. tne.) TENCH 
MUYO! (© 1992 AICI Pioneer LDG, Inc). 


COVER: 

Ghislain Barbe 
ILLUSTRATIONS 
Ghislain Barbe 


4,.12,13, 15,17. 


Other illustrations from: 


ANIME V 75 (92-3): 4;85 (93-1): 24, 28-30; 86 
(93-3): 18, NEWTYPE (89-9): 158; (90-5): 159; 
(90-9): 55; (93-11): 107; (93-12): 18; (94-2): 
27; (94-3): 27, 89, 161 


All other illustrations came trom promotional art- 
work, cover art, or directly from the animation, 


WHAT'S 
GOING 
ON? 


A GINREI OVA is our since February 21st! A GIANT 
ROBO spin-off based on the charming female 
character, Ginrei. We are quire curious to see what 
it is. Another spin-off, MARS, will be released soon. 
It is supposed to be a one-shor OVA and half the 
OVA is made of a GIANT ROBO flashbacls. GINREI 
Vol. 1 30 min., LD: BEAL-660, ¥4800. 


Ar last, Z GUNDAM is released on Laser Disc. The first 
boxed set covers 26 episodes and includes 7 discs: 
635 min. of animation in CLV. BELL-658, ¥42,230. 
The second half (episodes 27-50) will be released 
in July. 


The cell store ANIME KING changed irs 
Mame to ANIME ZONE, ond then again ro 
ANIME WINK. Don't be confused. For infor- 


DIRTY PAIR FLASH Vol. 1 G 2 are now our. The 


mation or a catalog, you can write to 
ANIME WINK, 427 N. Canon Dr. #204, 
Beverly Hills, CA 90210, USA. 


A FREE WILLY-type TV series, TICO AND. 
MANAMI, will start soon. It looks a lor like 
the style of Miyazaki's Studio Ghibli stuff. 
We quess it will be very cure. 


A sport oriented animation TV series 


character designs are quire different from the origi- 
nals. Itlooks a lorcuter. It won't be the same, but let's 
Not judge before having seen the animation. DIRTY 
PAIR FLASH Vol. 1 (of 6), 30 min, LD: VPLV-70347, 
¥4944. Vol, 3; 3/22. Ir is a monthly release. 


It looks like Kia Asamiya's COMPILER has made ir to 
OVA. Ifitisas cool asthe manga, we are in for a ride! 
2 volumes, 30 min., LD: KILA-72/73, ¥5800, avail. 
on 3/5 and 6/3. 


named SLAM DUNK is now playing in 
Japan, Irrecounts the high school days of 


(COMING SOON. 
Lae eRe eB eS 


basketball players, Seems rather fun. 
Shows since last October on ASAHI 19:30 
to 20:00. 


The new YAMATO is now available. 108 
min., LD: BELL-671, ¥9800. 


Leiji Matsumoto produced three new 
OVAs of 24 minutes: THE COCKPIT, They 
recount the tale of three fighter pilots 
during World War II. ¥4800 each. 


A new RECORD OF LODOSS WAR OVA 
series is on the way! It should be out this 
summer. It covers a side-story that was 
skipped in the first series. It will be a 7 
volumes series. 


Studio Ghibli is presently working on wo. 
titles. The first, for this summer, is Heisei 
Tanuki Kassen Ponpoko, by Isao 
Takahata. It tells the story of a village of 
Tanuki (mythical shape-shifting crearures) 
threatened by a land-developper. The 
second, scheduled for 1995, isMononoke 
Hime, the story of a girl whose father is 
possessed by a spirit and who looks for a 
cure with the help of other spirits. 
(MangaMania #9), 


The last volume of AH! MY GODDESS will 
be our in May (5-17), while the firsr 
episode of the I'LL ARREST YOU OVA 
(by the same artist) will be our the 
same month. AH! MY GODDESS Vol. 5: 
“For the Love of Goddess”, ¥6600. 


A TENCHI MUYO special OVA will be 
released March 25th. Will ire as good 
‘as the first ones? LD: PILA-1242, 30 
min., ¥5800. 


SUPER CAT GIRL NUKU NUKU PHASE-OV 
will be our on March 24th, 30 min., LD: 
KILA-96, ¥5800. Phase-OVI will be avail- 
able on 5/21. As the first three episodes 
have just been released in England by 
Crusader Video in a dubbed version, it 
should be available soon in America 
(let's hope so)! 


Anew ARMORED TROOPER VOTOMS OVA series of five volumes will be released 


in May. Now, what will happens to Chirico? ¥6800 each. 


Anew, completely redesigned, CUTEY HONEY OVA will be our June 21st. The first 


two 25 min. volumes (of 4), LSTDO1127/28, ¥4800. 
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ANIMATED CLASSICS OF JAPANESE 
LITERATURE COLLECTION (5 VOL.) 


CPM, CAT.#CPM 1139/43, subtitied, 52 min. ea. (Vol. 3 is 78 min.), $29.95 e0($119.95) 
avail. on 4-6-94, Vol. 1: "The Izu Dancer” by Kawabata Yosunar and "The Dancing Gil”, 
by Mori Ohgai. Vol. 2; "The Hatp of Burma", by Takeyama Michio. Vol. 3: “The Season of 
the Sun”, by Ishihara Shintaro; “Student Days”, by Kure Masao and “The Grave of the Wild 
Chrysanthemum”, by Ito Sachio. Vol. 4: “A Ghost Story”, by Koizumi Yakumo ond “The 
Theater of Life”, by Ozaki Shiro. Vol 5: "Wandering Days”, by Hayashi Furniko and “Growing 
Up", by Higuchi Ichiko. Two other collections of five topes each will be released on 9-7-94 
and in Spring 1995 


AD Vision, Cot.# VHSE-001, subritled, 55 min., $29.95, avail. on 7-6-94. The bitresweer 
story of a young man's last summer before entering college and the complex web of 
relationships he develops with five young women. END OF SUMMER employs state-of-the- 
art animation fo present true life situations in a frank and sensual manner seldom explored 
in even the most daring of live-action films, The hero, Wataru, works for an aging, gay 
festourant owner, who, regretting thar he will never have children of his own, has virually 
adopted his own niece, Saotomi. She eventually becomes involved with Woraru, leading 
1o.an inevitable liaison berween the two. Based on characters originally developed for the 
phenomenally successful Japanese compurer game Do-Kyu-Sei (literally “Classmares”). 


THE GIRL FROM PHANTASIA 


AD Vision, Cat.#VHSPH-001, subritied, 35 min., $29.95, avail: on 3-9-94. Unfortunately, 
magic carpets don't always come with a label, so when Akihiro discovers the floor covering 
in question, all he can think about is how impressed his girlfriend Michiko will be by his new 
“necking pad”. Akihiro’s amorous intentions are abruptly shagged when the cute, cuddly 
‘ond very female Malon pops out of the deep plush pile. Swepr info one predicament after 
‘another, Akihiro is faced with nor only the mischievous Malon but also her ruthless magician- 
rival Rroll, her combative elf-associates Bith and Mont, and, worst of all, an extremely 
annoyed Michiko. Based upon the popular manga series FANTASIA by Akane Nagano. Will 
fearure additional artwork nor seen in the Japanese version. 


RANMA 1/2 OVA: 
LIKE WATER FOR RANMA 


Viz Video, Car.# VVRO-002, dubbed, 60 min., 
$34.95, avail. on 6-8-94, In “Akane vs. Ranmal 
I'll Be The One To Camry On Mother's Recipes!” 
youngest Tendo daughter Akane discovers a 
volume of her mother's recipes just in time to take 
over for suddenly bed-ridden older sisrer Kasumi. 

Naturally, the family isn't too excited about the 
prospect of having to eat Akane's infamously bad 
cooking. Add ro the mixthe arrival of Ranma’s own mother, Nodoka, c well-mannered yet 
formidable woman completely unaware of her husband and son’slittle secret. Ranma must 
hide herreal identity by becoming "Ran-Ko"... and when Nodoka offers to help Akane learn 
her way around the kitchen. Ran-Ko finds herself challenged to o no-holds-barred cookoff 
thar has the rest of the family running for the hills. In the second episode on this OVA series, 

“Stormy Weather Comes To School! Growing Up With Miss Hinako”. we meet a brand new 
character — Hinako Ninomiya. Hinako isa winsome teacher with a wicked difference... she 
has been sent to Furinkan High to “discipline” its norariously free-spirited students. It isn't too 
long before her amazing ability to absorb the fighting aura of her opponents carches the 
attention of battle-happy Ranma. The two square off in a head-to-head comedic 
competition to determine once and for all who rules the roost at Furinkan High. 


RANMA MOVIE 


Viz Video announced the April 6th re- 
lease of RANMA 1/2, THE MOVIE: BIG 
TROUBLE IN NEKONRON CHINA. This 74- 
minute theatrical-quality animation will 
retail at $34.95 and fearures an English 
dub produced with WordFir™ system, a 
computerized voice-dubbing system 
which digitally fits any language to any 
video! It also offers a digitally recorded 
hi-fi stereo soundrrack for all the original 
background music and sound effects, 


Humorous rale of gender-bending ac- 
tion and romance by manga superstar 
Rumiko Takahashi. It’s just another day ar 
the “Tendo Anything-Goes Martial Arts 
Training Hall" or so it seems when a 
strange girl named Lychee and her giant 
elephant Jasmine arrive and throw eve- 
tything into an uproar. She has come to 
settle ascore withsmall burspunky pantie- 
thief Happosai, the martial arist who 
trained both Genma and Soun! Happosai 
gave Lychee’s great-grandmother half 
of a legendary scroll quaranteed to bring 
happiness to whoever is holding it. and 
the women in Lychee’s family are grow- 
ing tired of waiting for their prince to 
appear! But the minute Lychee relin- 
quishes the scroll to Akane, she is swept 
off to her prince's castle in Nekonron and 
Ranma and the whole wacky crew takes 
off in pursuit! 


Also, on May 3rd, Viz Video will release 
Volume Five of the hit RANMA 1/2 Televi- 
sion series. It will retail for $29.95 and 
contains episodes nine and ten. The con- 
frontation with Ryouga continues and 
Akane adopts a new per, an adorable 
little black pig named “P-Chan”... 
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GUY IN SINGLE- 
TAPE FORMAT 


AD Vision's GUY: DOUBLE TARGET, 
originally released as a two-pack, 
has been discontinued. The new 
telease combined both films (GUY: 
AWAKENING OF THE DEVIL and 
GUY: SECOND TARGET) onto a sin- 
gle VHS format videocassette. The 
new GUY: DOUBLE TARGET shipped 
in mid-March. This title also comes 
in two versions: uncut and edited. 


MANGAMUSIC 


Central Paris Media has created a 
music label, MangaMusic. The first 
soundtrack to be released is PROJECT 
A-KO's (Cat.# USM 1138). It will be 
released on 4-13-94 and priced ar 
$19.95. “This CD is the latest entry in 
an arena of multimedia products 
featuring PROJECT A-KO. Already re- 
leased theatrically and on home 
video (both on videocassette and 
laserdisc), PROJECT A-KO has be- 
come highly sought after licensing 
property,” stated Jules Abramson, 
Senior Director of Sales and Marker- 
ing. Malibu Comics released the first 
of four PROJECT A-KO comic books in 
March with the remaining issues to 
follow at two week intervals. In addi- 
tion, ascreensaver, aCD-ROManda 
Role-Playing Game are slated for 
release this summer. 
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Anime 18 in association with New Machine Publishing announced the 
telease of the firsr full length Japanese animated movie on CD-ROM, 
UROTSUKIDOJI: LEGEND OF THE OVERFIEND. Anime 18, distributed by 
Central Pars Media, is the first Japanimartion label to release its animated 
programsin three formats. In addition to the CD-ROM, UROTSUKIDOJI was 
teleased on both videocasserte and laserdisc in the second half of 1993. 
The CD-ROM includes the highest quality in Apple's Quick Time™ digital 
video technology as well as New Machine's user-friendly and highly 
intuitive graphic user interface providing both ease in viewing and 
random access throughout the program. UROTSUKIDOJ! is priced at 
$49.95 and is available for both Macintosh and Windows compatible 
machines. Not for children under 17 years of age. 
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BUBBLEGUM CRISIS CO 


Dark Horse released on March 8th 
the firsttitle of a four-issue miniseries 
based on the popular Japanese 
animated video series BUBBLEGUM 
CRISIS. BUBBLEGUM CRISIS: GRAND 
MALis an all-new cyberpunk saga 
written and pencilled by Adam 
Warren (DIRTY PAIR). An epic 
techno-thriller, the story is told of a 
sprawling future MegaTokyo 
where the police can barely hold 
up against a wave of corporate- 
controlled cyborg crime, where 
vast wealth and poverty exist hand 
in hand, and where four lovely, 
lethal, femmes farales join forces 
to combat the mounting forces of 
evil threatening the city. Editor 
John Weeks stated, “We're par- 
ticularly proud of the cel-painted 
cover by Adam Warren and Robert DeJesus, and the unique animarion- 
style interior colors by Joe Rosas. This is the first time Darl Horse has 
teleased any manga material in color. Without question, BUBBLEGUM 
CRISIS is our greatest mango-style book published yer!” 


NAUSICAA PAR 


Viz Comics has announced the resumption of world- 
renowned artist Hayao Miyazaki's NAUSICAA OF THE VAL- 
LEY OF WIND, beginning this June. First published in English 
by Viz in November 1988, NAUSICAA is one of the world's 
best-loved anime/manga stories of all time. Part science 
fiction and part fantasy, it is a tale of barrle and victory, of 
good and evil, bur most importantly, it is a story of a gentle 
and loving young girl with the power to defeat the ugliness 
and wickedness she encounters in the world around her. 
NAUSICAA was originally published by Japan's Tokuma 
Shorten Publishing Co., Ltd, where it was serialized in the widely read 
animation speciality magazine ANIMAGE. Shortly thereafter, creator 
Miyazaki transformed his cautionary ecological tale into an intemartionally 
acclaimed, animated motion picture. 


Having chosen to stay and die with the Ohmu ar the merging place of the 
insects and the mutant mold “Daikaisho", will Chikuku’s premonition thar 
“Nausicaé is gone” prove to be correct? With the tribes of the Worm- 
Handlers gathered at the merging place at the request of the People of 
the Forest, will Chikuku and the Dorok monk find Nausicadé dead... or 
alive? Series of five 32-page B&W monthly comics. Story and artby hayao 
Miyazaki. $2.75 ($3.75 CAN). Shipping June 7th! 
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VIZ ANNOUNCES 
RECORD SALES 


In the midst of the current marker crisis in 
the comics industry, Viz Communications 
reports the strongest sales in its entire eight- 
year history. Not only comics, but graphic 
novels also are selling incredibly well. 
RANMA 1/2 GN #1 is already in its third 
reprinting and the advance sales of BATTLE 
ANGEL ALITA GN #14 (being released on 
March 21st) are highest of any graphic 
novel in Viz history. With the upcoming 
releases of STREET FIGHTER II comics, and 
the graphic novel compilations of 
MACROSS II, AD POLICE, RANMA 1/2 Vol. 
2, as well as Viz Video's RANMA 1/2 
MOVIE and RANMA 1/2 OVA: LIKE WATER, 
FOR RANMA, future sales will be even 
stronger 


This success is due largely to the loyalry of 
the Viz fan base which consistently buys 
each Viz title as well as for the fact that 
many new customers, unfamiliar wth com- 
ics, are being drawn to mange because of 
the popularity of rhe animated releases of 
many Viz titles by Viz Video and other 
Japanese animarion distributors. “Ourcom- 
mitment to providing readers an alterna- 
tive to the super-hero genres thar domi- 
Nated the industry is proving to be a grear 
success", says Viz Executive Editor Seiji 
Horibuchi. “In Japan, comics serve as a 
medium for natural symbiosis of at and 
literature. This allows and fosters the idea 
of highly diverse and eclectic genre of 
comics. Viz is dedicated to introducing 
these exciting new genre ro the American 
comics marker and we will continue to 
provide our readers the best mange titles 
available in the upcoming months” 


Viz is also doing well on the mainstream 
book marker. The sales of STEREOGRAM, 
released by its Cadence Books division, 
has exceeded the 75,000 copies printed 
to meer its advance orders. Thisenormous 
success has prompted the release of a 
sequel SUPER STEREOGRAM in July. This 
publication will also be supported by the 
release of an extraordinary one-of-a-kind 
VIDEO STEREOGRAM which will be re- 
leased by Viz Video in July, SUPER 
STEREOGRAM will fearure all new 3-D 
images and include new types of 
stereograms created with the aid of the 
lorest developments in computer graphic 
technology. 
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MERMAID'S SCAR- 
° 
. 
First published in English as one of the two. =: MARCH 
manga features in ANIMERICA maga- 5 ANIMERICA VOL. 2 3 viz $4.95/86.50 
sili Bo? ON aeeak Sod MEE a SS APPLESEED DATABOOK 1(2) DH $3.50/$4.75 
cabre "mermaid" series gets anew lease BATTLE ANGEL ALITA PART 3 5 viz $2.75/83.75 
on (erernal) life this April when Viz Com- © BATTLE ANGEL ALITA GN 1 viz 46.95/24.25 
icsdebutsits brand-new MERMAID'SSCAR @ BIO-BOOSTER ARMOR: GUYVER 6 viz $2,75/$3,75 
four-issue mini-series, Like MERMAID'S @ BUBBLEGUM CRISIS: GRAND MAL 1 (/4) DH $2.50/$3.40 
FOREST, this new series will continue to » CARAVAN KIDD PART 2 9 DH $2.50/$3.40 
explore the meaning of immortalityand . DOMINION SPECIAL 1 OH $2.50/$3.40 
will show us the original story behind the HELLHOUNDS 2 oH $2.95/$4.00 
recent OVA released by Viz Video (which LYCANTHROPE LEO 1 viz $2.95/$4.00 
covers the sixth chapter — MERMAIDS e MAISON IKKOKU PART 2 3 viz $2.95/$4.00 
FOREST animation wasreleasedlastyear * aula er : a ee ae 
by USMC). Yuta. and Mana discover that ® ogi E SUIT GUNDAM 0083 5 viz $4.95/86.50 
eternal life can also mean loneliness, @ OUTLANDER SPECIAL 1 DH $2.50/83.40 
unhappiness, greed and are searching » PROJECT A-KO 1 MC $2.95/$3.90 
for “normal” life. With such theme and » PROJECT A-KO. 2 MC $2.95/$3.90 
characters, Takahashi’s mermaid saga . RANMA 1/2 PART 3 4 viz $2.75/$3.75 
can easily be compared to the trendy RANMA WATCH viz 49,95/67.50 
vampire stories such as Anne Rice's IN- : ROBOTECH II: THE SENTINELS BK 3 7 EC $2:50/$3.30 
TERVIEW WITH A VAMPIRE. MERMAID'S ® ROBOTECH SCRIPT SET (SENTINELS) 1-2 eC 15.95/21.05 
SCAR manga is a compilation of the & ROBOTECH: INVID WAR AFTERMATH 5 €C $2.50/83.30 
fourth to seventh chapters of the original © STEREOGRAM 1 viz 12.95/17.50 
Jopanese soy. H wil be @ O2-page © VATRAMAN CLASSI 3 We Saates0 
monthly manga retailing for $2.75 » VENGER ROBO 5 viz $2.75/83.75 
($3.75 CAN). The first issue (of 4) willbe igi 
feleased on April 5th. & APRIL cite 
ANIME U.K. 13 AUK $5.75/$7.50. 
e ANIMERICA VOL. 2 4 viz $4.95/$6.50 
R A N M A W A T fe H . APPLESEED DATABOOK 2 (/2) DH $3.50/$4.75 
e BATTLE ANGEL ALITA PART 3 6 (/13) viz $2.75/$3.75 
e BIO-BOOSTER ARMOR GUYVER 7 (2) Viz $2.75/83.75 
BUBBLEGUM CRISIS; GRAND MAL 2(/4) DH $2.50/$3.40 
RANMA 1/2 is undoubtly one of the ¢« 
CARAVAN KIDD PART 2 10 DH $2.50/$3.40 
ne eS le mt GIRLS OF NINJA HIGH SCHOOL 94 AP $3.95/85.25 
¢ © ——_ HELLHOUNDS 3 DH $2.50/83.40 
attention of major mass-media publica- S ICZER ONE 1(/5) AP $2.95/$3.95 
Hons BUEN Gs pin one IMademosele. LYCANTHROPE LEO 2(7) viz $2.95/$4.00 
magazines, The Detroit News. The recent MACROSS | GN 1 viz 16.95/24,25 
felease of the RANMA 1/2 video series * MAISON IKKOKU PART 2 4 (/6) viz $2.95/$4.00 
and the RANMA 1/2 “Hard Battle” SNES @ MECHA PRESS 12 iP $5.95/$5,95 
game has caughr the eye of such publi- & MERMAID’S SCAR 1(/A) viz $2.75/$3.75 
cations as Electronic Gaming Monthly, « MOBILE SUIT GUNDAM 0083 6 (/13) viz $4.95/96,50 
Video Games Magazine, Nintendo PROJECT A-KO 3/4) Mc $2.95/$3.90 
Power, Film Threat, Wild Cartoon King- > eae fle any a Spee 
vi : 
ae ¥ i Here ae oe @ ROBOTECH Il: THE SENTINEL BK 3 8 EC $2.50/$3.30 
soles are exciting and Viz is esked for * ae gr heater ite 3 iis 3 : 4 viet 
more RANMA 1/2 items. That's why they © STREET FIGHTER 1(/8) viz $2.95/$4.00 
will release the new RANMA 1/2 warch. ® ULTRAMAN CLASSIC 4(/5) viz $4.95/$6.50 
This high-quality “Swarch”-style watch is @ VENGER ROBO 6 (7) viz $2.75/83.75 
shock and water resistant and offers Swiss » 
ee ee sebgenceon GS: Cornerstone; DE: Daikaiju Enterprises; DH: Dark Horse; EC: Eternity Comics; IP 
‘ ; 9s; CS: Cornerstone; DE: Daikaiju Enterprises, DH: Dark Horse; EC: Eternity Comics; IP: 
20nd, i wee oe aaa Ld tanus Publications; MC: Malibu; ML: Marvel. 
F 95. ‘ 
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partaking of the wondrous adventures that befell its crew of soldiers and 
civilians? Very few, most likely. Ever since Roborech came out in 1985 
and we all sar enthralled in front of our TV screen, it was all we could do 
to try and get fo live those adventures for ourselves. Thatis why so many 
viewers went on ro play Palladium’s Robotech or Macross II RPGs. 


Now, there is the Robotech MUSH (Multi-Users Shared Hallucination). Iris 
a text-based virtual reality game where one can become one of the SDF- 
4's crew (military or civilian) and can discover what it felt like to “be there”. 


An Internet account with telnet is necessary to access the MUSH. Ir is 
necessary to type the following command to connect: telnet 
131.252.241.142 9999 


New users are asked to create a character and provide a personal 
password. Irisnot allowed to use ‘reserved’ character names (such as Rick, 
Minmei, Gloval, Lisa, etc.) Once thar is done, they must use the following 
commiand (the first time only) to “teleport” in the world of Roborech: @rel 
#5049 (although it is necessary to exit the first room in order to do so). 


Note: This is a temporary site and may change in the near future. There 
will be an update in Protoculture Addicts if that happens. 


MACROSS II™: SPACECRAFT & DECK PLANS VOL, 4. This bool is a must for 
MACROSS II role-players and animation fans alike. This 64-page sourcebook: 
presents the floor plans, weapon systems, and details for U.N. Spacy and 
Marduk spaceships, including the Marduk base which is the sizeof a moon! 
The presentation of maps, diagrams and artwork is stunning! Suitable for 
use with RIFTS and ROBOTECH! Cor.# 592. 64 pages, Written and 
produced by Dream Pod 9 (a division of lanus Publications!), $9.95. 
Releaseon 3/28. Two more books to be released before the end of 
1994, 


ROBOTECH™: ZENTRAEDI BREAKOUT. The first ROBOTECH adventure 
sourcebook in three years! It deals with the MACROSS portion of the 
original series — always the most popular among fans. The focus is 
combating armored Zentraedi rebels in the jungles of South America and 
‘on the RDF troops assigned to contain them in the Zentraedi Control Zone. 
In addition to action and adventure, players are provided with maps of 
the continent, the locations of cities and military bases, characters, 
settings, and background, plus a couple of specific cities mapped and 
described in derail. Should get along well with the subject of the new 
Novel published by Ballantine: ZENTRAED! REBELLION. Car.# 561, 64 
pages, written by D. Christian (illustrated by Tom Miller and Wayne 
Breaux), $9.95, release on 4/26. 


CLUB UPDATE 


ANIME SACRAMENTO. Meer bi-monthly 
to watch anime videos (and sometimes 
@ good Hong Kong movie) and social- 
ize. Also publishes a newsletter. Informa- 
tion: Laurine White, 5422 Colusa Way, 
Sacramento, CA 95841. 


CARTOON/FANTASY ORGANIZATION. 
Main anime fan club for the Los Angeles 
area. Started in May 1977, they have 
mer monthly since then, usually on the 
third Saturday. Meeting location: Fantasy 
Castle comics shop, 8721 Glenoaks Bivd, 
Sun Valley, CA 91352. Attendance: 30- 
40. Time: 1:00 to 8:00 PM. The main 
feature of the meeting is usually the 
video program, which generally consists 
of anime shown from new laser disc 
releases, in Japanese without subritles, 
bur also occasionally some American 
animation, student films, or pilots for TV 
cartoons. There is lots of socializing at the 
meetings, including fans selling and rrad- 
ing manga and anime magazines. The 
CFO has a Video Library which loans 
tapes fo members, Members also ger a 
monthly bulletin. Guests are welcome to 
attend two meetings for free. Informa- 
tion; Frederick Patten, 11863 West 
Jefferson Bivd., Culver Ciry, CA 90230. 


FANIMATION/ANIMANIA. The old Mon- 
treal anime club hasbeen revived. Meet- 
ings are the second and fourth Fridays of 
each month for viewing in Japanese, 
sub, dub (in English and French) at the 
University of Montreal, 3200 Jean Bril- 
liant Street, local B-2305. Time: 18:00 to 
22:00. Attendance: 50-80. People also 
char about the latest news, or buy the 
larest PA. 


OKLAHOMA MEGAZONE. Anime club of 
Okla, City. Meetings are held every 2nd 
Sunday of each month art Planer Book- 
store, S.W. 74 th and Penn. in OKC. 
Contact James Staley for information: 
P.O! Box 268, Jones, Okla. 73049. PH: 
(409) 399-2679. 


If you have an anime club and want us 
to talk about it, then just send us the 
information. 


Get the books you've been 
demanding—the brand-new 


ROBOTECH™ novel, the first 
in four years! 
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And the first three books in 
one special value edition! 


Have you read the entire Robotech™ series? 


ROBOTECH #1: Genesis ROBOTECH #10: Invid Invasion 
ROBOTECH #2: Battle Cry ROBOTECH #11: Metamorphosis 
ROBOTECH #3: Homecoming ROBOTECH #12: Symphony of Light 
ROBOTECH #4: Battlehymn SENTINELS #1: The Devil's Hand 
ROBOTECH #5: Force of Arms SENTINELS #2: Dark Powers 
ROBOTECH #6: Doomsday SENTINELS #3: Death Dance 
ROBOTECH #7: Southern Cross SENTINELS #4: World Killers 
ROBOTECH #8: Metal Fire SENTINELS #5: Rubicon 
ROBOTECH #9: The Final Nightmare ROBOTECH #18: The End of the Circle 
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REBELLION 


by Jack McKinney 


CHAPTER ONE 


2015 began much as any other year in recent memory: a Zentraedi attack left yet a third 
version of Macross in ruins; friends died and were buried; and Rick Hunter found himself 
hopelessly conflicted, if not by love this time, then by rumors of promotion and his dark 
imaginings of things to come. 


Altaira Heimel, Butterflies in Winter: 
Human Relations and the Robotech War 


Spring's first sunrise brightened a bleak landscape, pockmarked with craters and crazed with 
fissures opened by weapons of destruction. In the Northwest Territory, where a rain of Zentraedi 
annihilation bolts had incinerated countless acres of fir forest and hardened vast expanses of sand 
to glass, stood thrice-born Macross City, Earth’s burgeoning capital only three months earlier and 
Now its most recent casualty of war. Hurricane-force winter storms had been no kinder to the place 
than Khyron had, and with the early thaw had come an understanding of just how much damage the 
city had sustained in the moments before its frigid burial. 


From a rostrum that once had been a segment of elevated highway, a middle-aged man with a 
noticeable Germanic accent was addressing a sizable crowd of Robotech Defense Force personnel 
and civilians. The only way to tell one from the other was by the RDF unit patches adorning the 
sleeves of the soldiers’ antihazard suits. 


“The sudden deaths of friends and loved ones affect us more profoundly than the near death of an 
entire world,” the speaker was saying. “And itis those loved ones—those teammates, techmates, 
and comrades—that we seek to honor today, on the occasion of this sad assembly.” 


His name was Emil Lang, and he was Earth's preeminent mathematician and physicist. 
Robotechnology's chief proponent for more than a decade, he was seldom at a loss for words, but 
much of his address that day had been written for him by Lisa Hayes. She was Admiral Hayes now, 
in the wake of the destruction of Macross City and the Superdimensional Fortresses 1 and 2, and 
the deaths of Admiral Henry Gloval and dozens of the RDF's highest-ranking officers. 


Few among a crowd estimated to number ten thousand were aware that Lang’s were borrowed 
words, though Rick Hunter knew as much, because he had been with Lisa when she composed them 
two months earlier. 


“Lang wants to know what /would say if I'd been chosen to deliver the memorial,“ Lisa had explained 
at the time. 


Rick understood how Lang might be nonplussed by the assignment; commo of the nontechnical sort 
didn't come easily to the Wizard of Robotechnology. And yet who better to memorialize Gloval, 
Claudia Grant, and the rest than the man most responsible for the reconstruction of the SDF-1? The 
Earthman most responsible, that was. To another went credit for the ship’s original design and 
engineering: the Tiresian Zor, in whom Robotechnology itself had its beginnings. 
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BIOGRAPHCAL NOTES 


Brian Daley ~ 


Two happenstansically related ex- 
periences in Brian Daley's life came 
together to produce grist for his first 
novel. One was thar, having fo join 
the US Army at age seventeen, he 
found himself a year later on a hill in 
Vietnam, helping mounta .50 caliber 
machinegun on an armored calvary 
assault vehicle. The other was his 
having read, in the gruesome voy- 
age overon atroop ship, “The Hobbit” 
— as he'd read anything else he 
could get his hands on. 


There were two ways fo mount the 
-50, one being such that the gunner 
could elevate his barrel more easily 
against aircraft attack, Nor muchneed 
for thar in USARVN, still—Daley got a 
smirk out of the thought thar ol’Bilbo 
sure could’ve used it when dragon 
Smaug came calling. 


The idea, much altered, ended up in 
"The Doomfarers of Coramonde.” So 
those of you hoping to write: never 
discard even the most passing 
whimsy; you can never tell which 
one will bring you some quite grati- 
fying royalry checks. 
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Lisa's contribution notwithstanding, Lang's sentiment was genuine, and it spoke to everyone inthe 
crowd. Several of Rick's closest friends had died in Earth's protracted war with the Zentraedi — 
some in deep space, some in Earth's wild blue yonder —and each of those deaths had touched him 
‘more than the devastation visited on the planet as the culmination of that conflict. Rick was willing 
to accept that he, like so many of Earth's survivors, had been living in staunch denial of the cataclysm. 
But if that were true, then Khyron’s surprise attack on the dimensional fortresses and the city that 
had grown up around them had constituted a long-overdue wakeup call. 


Those sections of Macross that hadn't been atomized during the attack had been rendered 
uninhabitable by radiation, thwarting early plans for salvage operations and memorial services. 
Readings hadn't subsided to safe levels until late February, and then there was the snow to contend 
with—snow that had commenced on the night of the attackand continued unabated for two months, 
almostas if nature had fashioned a microclimate to hasten the cooling. March's sudden melt loosed 
avalanches that had blocked the pass between Macross and Monument City and had turned the 
valley floors to sludge, Even now, Rick's Veritech—a VT-1S configured in Battloid mode—stood 
to its ankles in thick mud. 


Rick thought the de rigueur antihazard suits a touch belated, given that one-quarter the city's 
population had been dosed with radiation on emerging from the shelters—Rick, Lisa, and Minmei 
more than most. In addition to the sixty-six hundred dead who had been aboard the fortresses or 
providing mecha support, over five thousand civilians residents had died, most within days, some 
as recently as that morning. Bodies had been retrieved by the planeload, but it had been decided that 
there would be no coffins. General staff's plan called for Lake Gloval to be filled in and made a 
common grave site—a shrine. Thougha shrine none would dare visit for at least ten years to come. 


Macrossers, however, were nothing if not war-hardened, and most would have braved the residual 
fallout suitless to honor those who had flown endless against-all-odds missions in their behalf. Rick 
would have numbered himself among that noble group, but as an RDF captain, commander of 
celebrated Skull Team, he was obliged to attend as both man and mecha—"crafted,” as the Veritech 
pilots put it. 


‘Skull—the lot of them in Battloid mode—was deployed along what remained of the concourse 
linking the downtown mall to the flight deck of the SDF-1's Daedalus forearm. Ghost, Vermillion, 
and Indigo teams were similarly arrayed along the parallel concourse that fed the Prometheus. Both 
appendages were actually Thor-class supercarriers that had been grafted onto the fortress some five 
years earlier, at the start of the war against the race of giant warriors known as the Zentraedi. Rick, 
seated NBC-suited and neural-capped inside Skull One's ultratech cockpit, was ten city blocks west 
of the slagged half-mile-high hulks of the SDFs 1 and 2; the former, dismembered and decapitated, 
was up to its chest in the mud-filled crater that had been the lake, the twin booms of its truncated 
main gun raised in a attitude of humble entrealy. 


No more, it seemed to be saying to the early morning sky. Let it end here. 


Looking west, Rick could see across the rooftops of block after block of burned-out buildings clear 
tothe elevated roadway that was serving as a stage for the long-delayed ceremony. By telephotoing 
the VT's exterior-mount videocams, he could bring into sharp focus nearly every hooded face on the 
makeshift rostrum: Dr. Lang, Protessors Lazio Zand and Sheamus Bronson, Macross Council 
politicos Milburn and Stinson, Chief Justice Justine Huxley, and Mayor Tommy Luan. Elsewhere 
stood Brigadier General Gunther Reinhardt, generals Maistoff and Motokoff, full-bird colonels 
Caruthers and Herzog, and Major Aldershot. 


Rick spent a moment contemplating his pending promotion and shuddered at the thought of being 
lofted into the numbing company of all that assorted brass. He would just have to decline any 
advancement in rank, he told himself. Appeal to the aging flyboy in Reinhardt by saying that while 
he was flattered by command's confidence in his leadership abilities, his place was and would always 
be with the Skull. 


He reasoned he had a good chance of pulling it off. Providing that Admiral Lisa could keep from 
getting involved. 
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“In conclusion, let us at least try to embrace a constructive perspective,” Lang was saying. “Let us 
try to view the coming years as a bridge to the future, however uncertain. We are a forward-looking 
race, and it is our faith in the future that will guide us 


Lang was finally winding down—and just in time, Rick decided. For what had begun as a 
remembrance of the dead had deteriorated into a eulogy for Lang's precious dimensional fortresses 
and his plans for constructing an SDF-3. 


And so when Vince Grant succeeded Lang at the podium—towering over it—he concentrated on 
remembering his sister, Claudia. And when Lieutenant Mitchell took the microphone she remem- 
bered enlisted-ratings techs Sammie Porter, Vanessa Leeds, and Kim Young, all of whom Mitchell 
had relieved at one time or another on the fortress’s bridge. Cat crew officer Moira Flynn read off 
‘the names of hundreds of pilots she had waved into battle, and Dr. Hassan, chief surgeon aboard 
the SDF-1, recalled acts of unsurpassed bravery, 


And when Lisa Hayes spoke . . . Well, when Lisa spoke about what it meant to have served under 
Henry Gloval—the father she would have preferreé—and about Claudia Grant, her closest friend and 
sister-in-arms, not even the MBS broadcasters could keep their deep voices from faltering. 


“Skull,” Rick barked into his helmet pickup, as sobs filtered through the tactical net. “Presentarms!" 


The crowds turned to the half-buried ships. The technoknights of Skull, Ghost, Vermilion and Indigo 
raised their autocannons in salute, Veritech teams screamed over the lake, disgorging payloads of 
hothouse flowers, and the massive guns of a dozen MAC II Destroids offered thunderous praise to 
the dead. A reclamation crew positioned on the rail-gunned shoulders of the SDF-1 unfurled a huge 
banner bearing the RDF insignia: an encircled, curved-sided diamond suggestive of a fighting kite. 


Sunlight gleamed off the battered alloy surfaces of the SDF-1. 


There had been talk of a closing address by Exedore, but the general staff had had a last-minute 
change of mind and the Zentraedi ambassador's shuttle flight from the factory satellite had been 
canceled. Khyron’s raid—though in no way undertaken in the name of all the Zentraedi—had 
brought about a resurgence of hatred for the race with whom humans were now forced to share the 
Earth. Bron, Rico, and Konda—the first of the aliens to defect during the War—had been ordered 
to remain in Monument City and satisfy their grief by watching live coverage of the funeral. 


Their absence was nearly as conspicuous as that of Lynn Minmei. 


Owing to certain remarks attributed to Admiral Gloval in the days preceding Khyron’s raid 
{on Macross City], controversy has long surrounded the SDF-2. Gloval is claimed to 
have said that the fortress wasn't built as a vehicle for the Expeditionary mission [to 

_ Tirol); instead, it was meant to serve as a decoy, to be used in the event that the Robotech 
Masters should come looking for Zor's original creation. Hence, the fact that while 
bearing a visual resemblance to its progenitor, the SDF-2 was incapable of reconfiguring 
from Attack mode, wanted a barrier system, and lacked any means of executing a fold. 
Drawing on [Lisa] Hayes's assertions [in her Recollections], several commentators have 
posited that Breetai’s flagship was to have supplied the fold system for the SDF-2 once 
‘the two ships had rendezvoused at the factory satellite. While it is clear that Hayes 
accepted this as given, the evidence is inconclusive that such a transfer of technology 
was discussed, let alone planned. At the time, Lang was reluctant to tamper with the 
flagship's fold system or reflex engines, and the factory satellite itself was plagued with 
glitches. It is far more likely—and certainly more in keeping with the surreptitious 
methods of the REF—that the decoy SDF-2 was to have been dispatched from the Solar 
system by fusion drive, allowing the REF to focus on finding some means of refurbishing 
Zor's ship and employing that to reach Tirol before the Masters reached Earth. 


Mizner, Rakes and Rogues: 
The True Story of the SDF-3 Expeditionary Mission 


Then too, Owen Lock—who was at 
the time starting at Ballantine-Del 
Rey—picked “Doomfarers” our of a 
pile of unsollicited manuscripts as his 
first slush pile read because, he told 
Daley later, “It was the biggest and 
most neatly typed.” Daley carefully 
noted thar some traditional values 
are definitely worth cultivating. 


James Luceno 


If science-fiction can be said to have 
a back door, James Luceno came 
through it. Not only that, but the door 
was being held open by friends who 
snuck him through. It was a writer 
friend, in 1985, who helped him 
land a job writing for TV's short-lived 
animation series, “The Adventures of 
the Galaxy Rangers” when Luceno 
was trying to sell his second main- 
stream novel and making endsmeet 
as a carpenter to the wealthy in 
Westchester, New York. 


And it was an editor friend who 
talked him into adapting the 
ROBOTECH TV series (in collabora- 
tion with long-time friend, Brian 
Daley) when Luceno was still trying 
to sell in mainstream and making 
ends meet as a wilderness guide in 
exotic locales for an adventure travel 
company. 


Finally, it was a producer friend who 
coaxed him into adapting the "Young 
Indiana Jones" TV series when Luceno 
was trying to make It as, well, a 
fledgling science-fiction writer, hav- 
ing under his own name written two 
novels, “A Fearful Symmetry” (a Philip 
K. Dick Award finalist) and “Illegal 
Alien”. He has since, in some sense, 
been subsumed by the shared pseu- 
donym, Jack McKinney, bur has 
managed nonetheless to continue 
producing works under his bithname, 
such as the adventure novels, “Rio 
Pasion” and “Rainchaser’, and, in 
science-fiction, the forthcoming “The 
Big Empty.” due from Del Rey in 
December, 1993. 
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Khyron’s Christmas Eve raid on Macross, launched as a prelude to his decisive assault, had already 
reduced much of the eastern part of the city to charred rubble: the industrial sector, the fuel-storage 
depot, and a residential area squeezed between the lesser lakes, one of which hosted its own 
spikelike Zentraedi destroyer—a Thuveral Salan. Portions of the Downtown Mall had suffered as 
well. 


RDF command had purposely allowed the Backstabber to escape with a supply of Protoculture 
‘sufficient to revitalize his badly damaged cruiser, in the hope that he would quit Earth and fold for 
Tirol, presumably to inform the Robotech Masters of the defeat of the Zentraedi Grand Fleet. Acostly 
miscalculation, to be sure, for just over a week later, Khyron returned to inflict his final vengeance 
on the Micronians who had won the war. 


The cruiser had announced itself from twenty miles out, ten degrees southwest, with a plasmic 
eruption that obliterated the downtown center on its way to crippling the SDF-2. The unprotected 
ship immediately listed and toppled forward into the lake, incapacitated and aflame. Admiral Gloval 
countered with a surprise of his own by ordering the SDF-1 into the skies, reflex engines roaring, 
Hammerheads and Decas streaking from launch tubes, in-close weapons thundering away at the 
Closing enemy ship. When brute servomotors had repositioned the titanic twin booms of the reflex 
cannon so that they were pointing straight out from the fortress’s shoulders, Gloval issued the fire 
orders and the ship spewed a two-mile-wide beam of directed energy that flayed Khyron’s cruiser 
and went on to burn a hole in Earth's magnetic envelope a quarter way to the moon. Gloval’s was 
a brave though one-shot gamble, however, exhausting the fortress's energy stores; and, as 
devastating as it was, the blast failed to fully nullify the forcefield of the unstoppable battlewagon. 


It will never be known who if any aboard remained alive. But someone or some mindless system 
steered the cruiser into a suicidal ballistic dive, even while the drained fortress was falling back into 
the lake, the booms of the main gun disintegrating on descent. The last words to reach the RDF's 
shielded command bunker in Macross City were Lisa Hayes’s: “Brace for impact!" only moments 
before Henry Gloval and Claudia Grant forced Hayes into an emergency escape module and ejected 
her to safety. 


Generals Reinhardt and Maistroff, eyes fixed on video screens in the bunker, had watched as the 
incendiary javelin that was Khyron's ship streaked between the main gun booms and sheared off the 
command tower before plunging into the lake. Knocked backward by the force of the impact, the 
‘SDF-1 seemed to go into spasms as it settled deeper into the now frothing water, liquid fire and 
massive steam clouds rising around it, throwing the winter sky into utter contusion. 


‘And soon the snow began to fall 


“I keep thinking backto my first experience of this ship,” Emil Lang was telling Lazio Zand inthe midst 
of their final tour through the corpse of the SDF-1, two weeks after the funeral ceremony. Lang's 
tone of voice was nostalgic, even mournful. He aimed a meaningful look at Zand through the tinted 
faceplate of the antihazard suit. “This ship changed my life, Lazio.” 


Zand smirked and keyed the privacy communicator built into the suit’s hood, “Safe to say it changed 
all our lives, Doctor.” 


Lang was chagrined, but only fora moment. A highly competitive colleague, Zand refused to grant 
that Lang might have been changed more than most—though Zand knew full well that it was true. 
“This was where Gloval ordered us to split into two teams," Lang went on, indicating a narrow 
corridor of glassy alloy. “Naturally, the ceiling was much higher then, and the ductwork is our own, 
retrofitted while we were returning from Plutospace.” 


Zand glanced around but said nothing. In the faint illumination provided by the bipedal drone-light 
that accompanied them, the corridor looked as if it had been finished in bold stripes, though in fact 
the stripes were scorch marks six feet wide. 


Lang pointed starboard, to an enormous mass of slagged metal that had been a generator of some 
sort. "Gloval, Edwards, and | went this way. Roy Fokker led his group of marinesalong the portside," 
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Lang was a sturdy man of average height, normal looking except for his eyes, which seemed to be 
all dark, deep pupil, lacking iris or white. Asouvenir from his initial penetration of the SDF-1 fifteen 
years earlier, when the ship was known as the Visitor. 


The term visitorreterred to the fact that the ship's seemingly calculated descent and controlled crash 
on Macross Island hinted at the potential for an equally calculated liftoff at some future date. At the 
time, Lang had proposed calling it the tease. 


Zand was bonier and slightly taller, with an unruly forelock of dark hair streaked with strands of 
premature gray. He was attached to the Special Protoculture Observations and Operations 
Kommandatura, and he answered directly to Lang. Laboratory-bound in Macross City's Robotech 
Research Center for the past two years, Zand had only been aboard the SDF-1 on one other occasion, 
and he suspected that Lang had deliberately kept him away from the ship. That he had been invited 
on this, the last tour before the fortress was to be buried, had only added to an ever-increasing 
feelings of vexation. 


They had just traveled downship from the hold in which Macross Two had been housed during the 
‘SDF-1's journey home from the outer reaches of the Solar system. Further downship werethe engine 
rooms and the now cold and hollow bellies of the reflex furnaces. Elsewhere in the ship, Dr. Bronson, 
Ambassador Exedore, and Breetai were searching for any Protoculture-driven components that 
might be useable for mecha reconfiguration—mechamorphosis, Though Micronized for the tour, 
Breetai was still a giant of a man, eight feet tall from the soles of his jackboots to the crown of the 
hastily fashioned cow! that covered the ruined side of his face, 


Previous surveys had established that there was little worth salvaging from the fortress, or, for that 
matter, from the submerged SDF-2, which had been explored by teams of underwater specialists. 
The ship’s mother computer, known as EVE, had been moved to the Robotech Research Center in 
Tokyo shortly before Khyron’s raid; and most of the remaining systems were so damaged that the 
process of dismantling and removing them would have proven more costly than fabricating them 
from scratch in the null-g heart of the tactory satellite. As well, there were health and psychological 
reasons for laying the SDF-1 to rest as expeditiously as possible. 


“Itwas somewhere near here that Fokker’s team was attacked by the mecha thatkilled Cesar Hersch,” 
Lang said, several minutes further along. “When | think of all the men who died on even that first 
recon... Jenkins, Caruthers, Lance Corporal Murphy . . .” He stopped to look around and his words 
trailed off. “Colonel Edwards and | are the only ones left,” 


The story of that initial recon was well known among the elite science corp of the RDF: the 
reconfiguring ship, the encounters with forty-foot-tall mecha, the rewiring of Robbie the Robot, the 
attacks, the rotting carcasses of dead giants. However, the tale had been so exaggerated and flavored 
with anecdotes over the years that it had become difficult to separate what was true from what was 
legend. Thestoryabout Gloval's chronometer, forexample. On emerging fromthefortress, theteam 
reckoned that they had been inside the ship for six hours, when in fact the recon had lasted only 
fifteen minutes. Then there was the oft-repeated tale of Lang’s 1Q-boosting encounter with a piece 
of alien technology. 


Zand was obsessed with the story, and he made reference to it now, interrupting Lang's comments 
about Colonel Edwards. “I'd like to see where it happened, Doctor.” 


Lang's eyes narrowed perceptibly behind the suit's faceplate. “Where what happened, Lazio?” 
“The event that changed your life.” 
Lang nodded in revelation. “I'm afraid that’s impossible.” 


“thought as much," Zand said nastily. “| was simply wondering if it might not work a second time, 
‘on a second person. Or am | being impertinent by even asking?” 


Lang planted his gloved hands on his hips. “First of all, to this day | don't know precisely which 
system | activated to generate the power surge. One minute | was listening to Zor’s onscreen 
message of counsel, and the next thing | knew | was regaining consciousness atop Roy Fokker's 
shoulders.” 
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Jack McKinney 


A considerably different Jack 
McKinney was created in James 
Luceno’s first bools, the mainstream 
novel “Head Hunters:— a tale of 
American ex-pats in South America. 
Later, Jim and Brian Daley were 
looking for a joint pen name for the 
“Robotech” project— because they 
weren't sure how much the TV pro- 
ducers might force thern to dumb 
down the books (the two had had 
problems with other TV and movie 


types). 


They initially liked the ideo of com- 
bining the names of Jim's young son 
and daughter, Carlos and Carmen, 
into “Carlos San Carmen”. Certain 
forces ar their publishers offices con- 
sidered the monicker too ethnic, a 
bad sign. 


There was brief talk of using Gil 
MacDonald, from Brian's “The 
Doomfarers of Coramonde”™, but if 
some voracious SF/Fantasy reader 
made the connection, they'd be 
outted. A mainstrearm/SF link was 
less likely. Brian suggested “Tony 
Villanova", main character of "Head 
Hunters”, a traveller and mystic. Jim 
thought soldier of fortune Jack McK. 
was more the type who might end 
up writing about interstellar mecha 
wor. 


Maybe the name was good juju; 
nobody asked them to juvenalize 
the work and the series sold welll. In 
creating a background for their 
“gnome de guerre”, they included 
various facets of their own lives plus 
some from a guy who'd served as 
parrial inspiration for the original Jacls. 


Among the wrong guesses as fo 
Jack's true identity was one critic's 
assertion that Jack was in actuality SF 
editor and award-winning author Joe 
Haldeman—a fact he genially de- 
nied with the comment that he 
wished he had Jack's massive out- 


put. 


co Nm Ra Sn i RE SS i il 


He gestured broadly to an array of blackened modules and fused components. “I've spent fifteen 
years with this ship, Lazio, | know it intimately, head to toe. But even at the end | could do little more 
than throw the proper switches—this one to fire the main gun, that one to effect a modular 
transformation, the other one toinitiatea Daedalus maneuver. Butask meto explain howany of these 
‘systems work, and all | can do is shrug. 


“More importantly, Lazio, when | say it's impossible for you to view the site of my encounter, | simply 
mean that nothing remains of the cabin where it occurred.” 


“Zor’s quarters, | believe,” Zand said. “The cabin you saw fit to make your own for all those fifteen 


years. 


The helmet pickups amplified Lang's forced exhale. “! make no secret of feeling a sense of kinship 
with Zor—in attitude if not intellectual prowess. But I'm not being proprietary with the technology 
he bequeathed us, if that’s what you're thinking. For god's sake, do you think I'm in favor of having 
this ship buried when we've barely scratched the surface in comprehending it?” Anger had crept into 
his voice. “My artificially boosted 10 is irrelevant. Besides, | have something of equal importance 
to show you.” . 


Neither man spoke while Lang led the way through a labyrinth of corridors and down several 
Stairways into an immense hold in the groin of the ship. The obedient drone-light trained its beam 
‘on a cluster of towering columnar containers, which Zand recognized as Protoculture conversion 
modules, supplying reserve power to the Reflex drives. 


Protoculture was the essence of Robotechnology, its fundamental fuel, its life’s blood. Believed to 
be derived from a alien plant known by the Zentraedi as the Flower of Life, Protoculture infused the 
inanimate with a kind of lifelike willfulness. Itfunctioned as a mediator between animate minds and 
mechanical systems, imparting to the latter the faculty to shapeshift, to reconfigure. More, it had 
the power to perform that same magic on the fabric of space-time, enabling ships like those that had 
carried the Zentraedito Earth to fold near-instantaneously across distances of millions of light-years. 


“What exactly am | supposed to be looking at?” Zand asked impatiently. 


Lang gestured to an empty area in the center of the hold. “That was where the fold generators stood 
before our inadvertent jump to Plutospace.” 


“The ones that got away,” Zand said, chuckling, 


“I've been asking myself ever since where they vanished to, and whether someday they might not 
rematerialize, unbidden.” Lang tooka few steps toward the empty area. “Another reason I'm against 
interring the ship. Think what we could do if we had those generators now. Think, so to speak, of 
the time we could save.” 


Zand regarded him dubiously, “Am | expected to help you look for them?” 


“Of course not,” Lang said, storming away, then whirling on Zand in obvious agitation. “! want you 
to know if you fee/ anything from this space, or perhaps from the reflex drives. Something unseen 
‘Some lingering . . . presence.” 


Zand saw immediately that Lang was dead serious, so he shut his mouth and tried to attune himself 
with whatever it was Lang was sensing. But it was hopeless. He would never be able to fee! what 
Lang felt—not without first having his own mind enhanced. 


Lang was gazing at the Reflex array. “If | had another week, Lazio . . . If Milburn and the rest of those 
visionless politicians could only understand . .." The helmet pickups betrayed his private laugh. “I'd 
begin by dismantling each of these drives. 

“Then you do have some idea of what you're looking for.” 


Lang snorted a laugh. “Not really. Perhaps something Zor concealed here for reasons we may never 
grasp. Something | fear will remain alive in this ship despite our best efforts to bury it.” 
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The Art of Entertainment 


Firstly we would like to thanks Mr. Ohata 
for taking time fo ralls with us during his 
visit to America. Also to thank Stephanie 
and |sogai from Central Pars Media for 
their time and efforts thar made this 
interview possible. 


Mr. Ohata has worked on numerous 
animations as Mecha Designer, Director, 
and Author. He is most famous for his 
mecha designs which include those seen 
in Borgman, Dangaio, Genocyber, 
Gunbuster, M.D. Geist, Macross I] and 
many other animations. He was recently 
in New York to promote the release of 
Genocyber when we had a chance to 
talk fo him. 


Protoculture Addicts: How long have you 
been working in the industry and how 
did you get starred? 


Mr. Ohata: I've been working for 12 
years in the industry, When | started | 
knew what | wanted to do, | had an 
original story and presented a rough 
sletch of it to. an animation company 
and they accepted it. Ithen starred my 
project. 


PA: How does someone become o 
Mecha Designer in the Japanese ani- 
mation industry? 


Ohata: For Japanese people who want 
to become a Mecha Designer they 
should go to an animation company 
and show their work. They should keep 
on working and showing their work 
and if someone is very lucky and works 
very hard they can succeed. 


PA; What exactly is the role of a Mecha 
Designer? 


Ohata: The Mecha Designer is the person 
who coordinates the making of every- 
thing mechanical for the animation. 
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INTERVIEW: 
MR. KOICHI OHATA 


PA: Mr, Ohata, what is your goal as an 
animator? 


Ohata: | want to be a specialist in the 
visual entertainment field and at the 
same time | want to do the planning, 
original stories. designs, production, 
directing; everything that's my dream. 


PA: Which one of your works, animation 
‘and design, are you proudest of? 


Ohata: The Devils Robber (Daimaju 
Gekito Hagane No Oni) animation 
and its main robot is my favorite ani- 
mation and design. 


PA: What is your favorite anime and 
manga? 


Ohata: My favorite animation is Fantas- 
tic Planet by French artist René Laloux. 
For manga like Go Nagai's Devil Man. 


PA: What kind of scenes do you like to 
work on the most? 


Ohata: | always focus on the barre 
scene because ir is the most popular 
scene for everybody. 


PA: Which type of robot do you prefer to 
design: hero robots, like Dangaio or 
Gunbuster, or realistic robots, like those 
seen in Macross II? 


Ohata: | like to design robots that have 
strength like the older robots Mazinger 
Zand Getter Robo. | like Dangaio and 
Gunbuster because they have thar 
strength. 


PA: Whar are the considerations you 
have in mind when you are making a 
design? Are there any special limira- 
tions? 


Ohata: My greatest concerns are how 
well the subject marches irs description 
and how difficult it will be to animare 


Translator: Mr. Isogai Hisayuki 


lalways keep in mind the possibility of 
the design being made as a model 
kit. So | must always be sure of Its 
“physical” reality or, if you prefer, it 
must be as realistic and good looking 
in 3D as it looked in the animation, so 
the design has to be conceived with 
great care. 


PA: Whar do you consider the best 
mechanical design of all time in sci- 
ence fiction? 


Ohata: | consider Star Wars to be the 
best, ir started my interest in sclence 
fiction. 


PA: You worked on a Gundam movie. 
Did Gundam's legendary status make 
this more difficulr? 


Ohata: Since | was a fan, | was already 
familiar with the subject so it wasn't 
that difficulr, 


PA: You worked on OVASs, files, and 
television series. Which is the most 
difficulr media to worls with? 


Ohata: The animation of the OVA is the 
most difficult because the OVA are 
very and one-shot. If you make a 
misrake, | mean on the cel, you don't 
have the time fo correct it after. You 
must do it right the first time because 
you don't get another chance. 


PA: Describe for our readers what is 
Genocyber. 


Ohata: The Geno in Genocyber came 
from the words Genocide and Gen- 
esis, Cyber deals with the mechanical 
aspect of the character. It meons thar 
Genocyber has the gods character and 
the devils character all at one time. 
The character leads to the explosion of 
human beings, similar to the 
Harmageddon story. 


PA: Whar was your contribution to 
Genocyber? 


lease my first directorial work, a film 
called Cybernetics Guardian. 


Ohata: 
Designer, and | did the story boards. 


| was the Director, Mechanical . PA: What are your plans for the future? 


Ohata: | want to show my work on an 
international scale and then | want to 
have a network fo other countrie's staff 
to help me work on my projects. 
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PA: On which project are your working © 

now? e 
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Ohata: My latest projectiscalled Yamato . 

Takeru, Its a TV animation that's start- = 
ing April 9th, 1994 in Japan. I'm also 

working on a MD Geist comic book s 

and then Central Park Media will re- * 
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PA: What do you think about the anime 
marker today, its current trends, its 
weakness and strong point of interest, 
‘and what do you think the marker will 
be in a few years? 


| GENOCYBER | 
Take the weird story of AKIRA, the 
ultra-violence of ANGEL COP, the ar- 
mosphere and music of BUBBLEGUM 
| CRISIS, mix ir Masamune Shirow style 
and you get GENOCYBER. At first, we 
thought this would be like the comic 
(boring and uneventful) bur the ani- 
mation proved to be a masterpiece. 
| This is mostly due to the incredible 
| quantity of widely different animation 
techniques used, from photo manipu- 
lation to live footage and computer 
| animation. The story itself is quite well 
done too, as it mixes all the interesting 
elements mentioned before. Diana 
and her sister Elaine were both born to 


manage a cosmic life force named 
“Vajura". Diana has a totally mechanical body (she was born without 
limbs), while Elaine has the wild mind of a child and a tremendous 
psychic power. She has the power to make Diana's body funcfion and 
Diana can control the power of her sister. What would happen if both 
of them merge into a single organism, a single mind? A being with 
power beyond imagination will be born: Genocyber. We must warn 
some people that the story requires attention as this is not a shoot'em 
up and babes story. And if you thought that BGC's boomers were heavy 
stuff, you haven't seen anything yer! Talking about BGC, the atmos- 
phere is slightly similar but more gripping and the music, althought in 
the same style, is actually better (especially “Fairy Dreamin’”, the end- 
credits song). Except for the good attention span that it requires and 
some gory violence (it’s not for the faint hearted), we have yet to find 
anegative side to this animation, which truly deserves the “cyberpunk” 
label. It is nice and interesting. 


US Manga Corps, Cat.#USM-1094, subtitled, 46 min., $29.95. ***** 
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Ohata: In Japan, the current trend is to 
focus on Idol character animations like 
Sailor Moon, and they don'tcare abour 
the quality of the animation. In the 
United States, fans always focus on the 
quality of the animation, and | like 
American fans for that. Now the cur- 
rent target is for children but they are 
getting older and will eventually want 
stuff for an older audience. 


PA: How do you envision the Japanese 
animation in comparison to orher coun- 
fries works in animation? 


Ohata: In Japan, the technique in ani- 
mation is really good, but the anima- 
tion is only targeted for Japanese. 
Japan is nor in a good position to 
make international animation. In 
America there is animation for chil- 
dren and animation for adults and the 
two are totally divided, But the two 
animations that merge into one is 
Japanese animation, | think. The ani- 
mation in Europe is very artistic and is 
just like art, but is not very entertaining. 


JAPANIMATION 
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AND MANY MORE. 
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TENCHI 
MUYO! 


by Richard Steele 


OVERVIEW 


TENCHI MUYO is a refreshing and enjoy- 
able recent work of anime thar has just 
been released by Pioneer. It is a charac- 
ter-driven series relying more on the 
depth of the characters and their interac- 
tions than on external plot devices. To try 
and assign this series to a specific genre 
would be difficult, if not impossible, as it 
contains many elements of comedy, 
action-adventure, fantasy, science fic- 
tion and romance. All of these different 
elements blend well in TENCHI MUYO, 
creating a distinct and unusual series 
unlike any other. Above all, TENCHI MUYO 
isexciting, funny and a pleasure to watch. 


The two individuals who are mosr re- 
sponsible for making TENCHI MUYO the 
delightful work thar ir is are Kajishima 
Masaki and Hayashi Hiroki. These two 
talented individuals not only collabo- 
rated to create the original concept that 
was adapted into this OAV series, bur 
also worked on other aspects throughour 
the production. Hayashi Hiroki is the prin- 
cipal director and is responsible for much 
of the excellent pacing and overall feel 


of TENCHI MUYO. As director, he had a 
great deal of influence in bringing his 
and Kajishima Masaki's original concept 
To life, as he was involved in almost 
every aspect of the project. Kajishima 
Masaki has no less influence as he was 
responsible for the wonderful character 
designs. In such a character-driven work 
the designs become rather important. 
Kajishimna Masaki's character designs are 
of an exceptional quality, each em- 
bodying the essence of the character in 
a visual style that is a joy fo watch. 


The first episode of TENCHI MUYO begins 
by introducing the main character, Tenchi 
Masaki, who is spending the summer 
working for his Grandfather, the care- 
taker of a shrine. Tenchi’s curiosity abour 
‘an ancient legend gets the better of him 
and he steals away with Grandfather's 
shrine. The Oni, a Japanese spirit, rurns 
out to be real and follows Tenchi back to 
his school where it decides to vent its fury 
over seven hundred years of imprison- 
ment imposed on it by one of Tenchi’s 
ancestors. This Oni, Ryoko, is hardly the 
type of monster you might expect from 
an ancient legend. She is cute and naive 
but still quite dangerous to Tenchi, who 
only manages to defear her through the 
sheerest of luck, 


The second episode begins when Tenchi 
returns home only to find Ryoko waiting 
for him... in his bed. She begs him to 
return her power as a fiendish one is 
coming to capture her. She fears thar 
they will be in great danger if she cannot 
awaken another Oni from the legen- 
dary Ryo-oh-ki. Meanwhile a space ship 
containing this fiendish one lurks over the 
Earth. The fiendish one, however, turns 
out to be the young princess of the planet 
Jyural who has been pursuing Ryoko in 
hopes of finding her brother who has 
been missing for seven hundred years. 
Along with princess Aeka are her young 
sister Sasami and their two guardians. By 
the end of the episode, the awakening 
of Ryo-oh-ki, who tums out to be Ryoko’s 
own space ship, has caused Aeka’s ship 
to crash near the shrine Tenchi’s Grandfa- 
ther oversees and has stranded all of 
them there. 


The third episode begins to explore the 
personalities of all the main characters as 
they try to peacefully coexist ar Tenchi's 
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Grandfather's shrine. Aeka is distressed 
by the destruction of her ship and her 
inability the find any clue to her brother's 
whereabouts. Ryoko however remains 
intenr on retrieving the three gems thar 
Tenchi took from her during their first 
encounter as they are the source of her 
power. This episode begins to build the 
relationships that will continue through- 
our the series. 


In episode four, a new character blun- 
ders into the lives of Tenchi and his friends. 
In pursuit ofa dangerous criminal, named 
Kagato, Galaxy police woman Mihoshi 
accidentally crashes her spaceship on 
Earth and ends up joining Tenchi and his 
friends at the house of Tenchi’s Grand- 
mother. Mihoshi becomes fast friends 
with Tenchi and his companions. Lacking 
any means to communicate with her 
superiors, Mihoshi decides to remain with 
them. 


Episode five is dominated by the ap- 
pearance of the dreaded criminal Mihoshi 
was pursuing, Kagato. He has come ro 
Earth for the same reason as Aeka bur 


TENCHI MUYO! LD: ~ 
A QUICK REVIEW 


At last, 0 Jopanese company is doing 
something for the North American 
‘anime fans! Pioneer's move is rother 
impressive. They are releasing a good 
part of their anime laser disc catalog 
on the North American marker vio 
their U.S. subsidiary (you're never served 
better than by yourself). They chose an 


with much more sinister intentions. It 
seems thar the members of the royal 
family of Jyurai hold the key to an an- 
cient power source thar is said to be the 
greatest power in the universe. It is 
Kagafo’s intention to make this power his 
No matter whar the cost. This episode 
reveals much about Ryoko's past as well 
as the fare of Aeka’s brother. 


In the final episde, Tenchi and his friends 
travel to Kagato's ship to free Ryoko 
from his evil clutches. This was Kagato's 
intention in kidnapping Ryoko in the first 
place, and Tenchi's friends find them- 
selves falling into a trap. Will Tenchi be 
able to save them? You will have to 
watch TENCHI MUYO to find out. 


TENCHI MUYO is one of the better real- 
ized anime to be released in quite some 
time. Humor, character development, 
romance, and action are all blended 
together into an anime that is enjoyable 
to watch. Whether your interest lies in 
fantasy, science fiction, romance, or 
humor, TENCHI MUYO will delight you. 


interesting format, allowing selection berween the | } 


original version (analog soundtrack), the English- 
dubbed version (digital track), or even the subritied 
Version (using the close-captioned sefting— if your LDP 
has CC capability). It is really the ultimate LD format for 


the anime fan! 


as : 
dM ci} 


We haven't detected any problem with the translation, but the dubbing is rather 
average (though it is not bad or all for a first ry). Some voices are weird (Tenchi's), but, 
Pioneer assured us that they were conscious of those problems and that they will correct 
them. TENCHI MUYO is a good choice for their first release: average animation, but nice 
story (though the character design is rather strange), and VERY funny. It will surely be 
Q success just because of its price ($36 US/ $56 CAN). A musr. 


STAFF: Director: Hitoki Hayashi; Character Design: Masaki Kashima; Design: Atsushi Takeuchi; 
Screenplay; Naoko Hasegawa, Masaki Kojishimo, Hiroki Hayashi; Art Director: Takeshi Wok. 
CAST: Tenchi: Masami Kikuchi/Kermit Miller: Ryoko: Ai Orikasa/Celeste Burch; Ayeka: Yurni 
Tokado/Kristen Janne; Sasami: Chisa YokoyamalKatie Ashley; Grandfather/Father; Takeshi 
‘Apnollay Hopper. TENCHI MIYU © 1992 AIC Pioneer LDC. Inc. TENCHI MUYO! Vol. 1-2, PILA- 
1139/34A. 30 min. ea. 
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TENCHI 
MUYO! 
CHARACTERS 


by Richard Steele 


TENCHI MASAKI 


Voice actor Kikuchi Masami provides 
the voice for the long suffering main 
character of TENCHI MUYO. The word 
muyo itself means roughly “of no 
use", so the title can be translated as 
“no use for Tenchi” or “no need for 
Tenchi". While not indicative of 
Tenchi's role in the series, the title 
goes a long way to summing up the 
way in which Tenchi is treated by 
many of the characters ar one time 
or another. Tenchi isa good-natured 
and likable character which is good 
considering what he puts up with. His 
purpose often seems to be that of 
providing a straight man around 
which much of the outrageous ac- 
tion of the series revolves. It isn’t until 
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the final two episodes that Tenchi 
comes into his own and takes control 
of the swirling chaos that has swept 
him along for most of the series. 


RYOKO 


Voice actress Origasa Ai puts in an 
excellent performance as the fickle 
and mischievous Ryoko. Her part is 
one of the most difficult, as she goes 
through many different moods as 


the series progresses, but Origasa Ai — 


is more than up to the-task. She 
brings life to Ryoko and lends a 
believable aspect to this fantastic 
character. Imprisoned in a cave for 
over seven hundred years by an 
ancestor of Tenchi, Ryoko was none- 
theless able to watch Tenchi as he 
grew up near the shrine. She grew 
fond of him, but when she was first 
released by him her appearaence 
caused him to treat her like a mon- 
ster. Later, when she was able to 
appear in all her beauty, Tenchi was 
still terrified by her power and she 
was hurt by this. From that point on, 
Ryoko has hidden her feelings from 
Tenchi, unable to make the first move 
for fear of being hur again. How- 
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ever, she still loves Tenchi deeply 
and is only looking for the right way 
to express those feelings to him. 


Voice actress Takada Yumi lends her 
voice to the character of Crown Prin- 
cess Aeka, and whar a wonderful 
voice it is. Takada Yumi’'s perform- 
ance as the fragile young girl Aeka is 
exceptional. Her ability to portray 
Aeka's longing for her brother marks 
her as an actress of great skill, Some- 
one worth listening to for her ability 
to move you with the purity of emo- 
tion embodied in her voice, Aeka is 
the Crown Princess of the planetJyurai. 
Her brother, who was also her fiancé, 
has left Jyurai when it was attacked 
by Ryoko seven hundred years ago. 
Members of the royal family do nor 
age and mature slowly. Aeka has 
been searching for her brother for 
seven hundred years, growing more 
lonely every day. Her only compan- 
ions on this journey are her sister 
Sasami and her mechanical serv- 
ants. Her long search has led her to 
Earth where she finds the criminal 
Ryoko, who her brother was pursu- 
ing when he left her. 


ats 


Voice actress Yokoyama Chisa plays 
the part of Aeka's younger sister. 
Ever though she is much older than 
she looks, Sasami is still an immature 
young girl interested in simple things. 
Her friendsseem to be Sasami'sgreat- 
est concern, as her feelings for them 
are both strong and sincere. How- 
ever, above all Sasami is a cure 
young girl interested in little more 
than entertaining herself and mal- 
ing friends. 


RYO-OH-KI 


At the beginning of the story, Ryo- 
oh-ki is Ryoko's ship; an enormous, 
pointy thing with a lor of power. 
When Ryo-oh-ki crashes at the end 
of the second episode, itis destroyed. 
Known only to Ryoko, Ryo-oh-ki is 
also a living being! Ryoko rummages 
through the ship's crash site and pulls 
our a black egg containing a back- 
up Ryo-oh-ki, At the beginning of 
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their lives, Ryo-oh-ki are cure, little 
furry animals, who become a space- 
ship when they grow up! Ryo-ob-ki is 
an extremely loving pet who likes 
carrots alot. He hasebcome Sasami's 
pet and his only voiced expression is 
"Miya!" Ryo-oh-ki is actively wanred 
by the Galactic Police and is known 
to them as “The Demon Ship". 


GRANDPA 


Voice actor Aono Takeshi plays the 
part of Tenchi’s Grandfather. A rather 
eccentric person, he knows much 
about the legends surrounding the 
defeat and imprisonment of Ryoko 
by Aeka's older brother. Grandpa 
has taken it upon himself to instruct 
Tenchi in self-defence and much of 
their time together is consumed by 
intense training and hard work, 


Voice actress Mizutani Yuuko plays 
the role of the ditzy space cop Mihoshi. 
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She is one of the most effective bur 
costly operatives the Galactic Police 
has ever had, This has led her to be 
assigned to the patrol of a far away 
sector of space where combat is 
prohibited. This sector of space just 
happensto contain Earth. While com- 
mencing her patrol on Earth’s sector, 
Mihoshi is informed of the possible 
presence of the pirate Kagato. While 
investigating Kagaro’s presence, she 
crashes her ship and is stranded on 
Earth with Tenchi. Mihoshi is friendly 
to a fault and is possessed of strong 
feelings. Often easily flustered, 
Mihoshi still rries her best to carry our 
her duties as Galaxy Police officer 
and to defend Tenchi and his friend 
from the deadly criminal Kagato. 


KAGATO 


Voice actor Makamoto Norio de- 
serves recognition for his portrayal of 
the would-be universal conqueror 
Kagaro. Seldom can a voice actor 
bring such an aura of contempt and 
malevolence to a character as 
Wakamoro Norio does with Kagato. 
The consummate villain, Kagato ra- 
diates malice and evil. Kagaro'schar- 
acter design isexceptional, and when 
itiscombined with Wakamoto Norio's 
vocal talent, one of the most wicked 
villains in the history of anime comes 
to life with startling realism. Kagato's 
arrogance is only surpassed by his 
megalomania, Determined to rule 
supreme over the known universe, 
he has come to Earth seeking the 
power of the Jyurai royal family, 
which he intends to make his own ot 
any cost. 


WORLD, 


EXPLAINING MINMAY 


THE ALLURE OF 


THE IDOL SINGER 


To continue our series of articles on Japanese 
Pop culture. ANIME WORLD is analyses the 
idol pop singer phenomenon. Idol singers ore 
cute young girls that live a shooting-star ca- 
reer in Japanese pop music, exacity like 
Minmay wos in ROBOTECH. With this kind of 
article, we hope to help you have a better 
understanding of Japanese animation. 


CIP 


Backing almost every successful anime is a 
soundtrack. While much is instrumental, there 
is usually af least one vocal selection belred 
‘our in pop-fashion by a female voice. Many of 
these CDs and songsare growing in popularity 
within the onime community (for example, 
the BUBBLEGUM CRISIS discs), but little is known 
bout either the singers or their markering. 
which Is important, as the marketing factors 
thar effect them first usually translare into on 
impact on the anime market in a similar 
manner. 


While actual artists, like X, sometimes conrrib- 
ute songs fo anime soundtracks. most of the 
vocal duties are ascribed ro idol singers. North 
American equivalents would be Debbie 
Gibson, Tiffany, or New Kids On The Block. 

Their Japanese versions would be Noriko Sakai 

Chisato Moritaka, and Genji, Those three acts, 
however, are big-name idols. Most anime 
work is done by singers who would be consid- 
ered small-fry compared fo them. Idol singers 
are such a part of Japanese rock music thar 
they even show up in anime ar times. 

Hayakawa, in ORANGE ROAD OVA 3, is a 
prime example. The two you know best are 
probably Lancer and Minmay from 
ROBOTECH, Priss, in BUBBLEGUM CRASH 1, 
makes it clear thar she doesn't consider herself 
an idol signer; an interesting switch consider- 
ing thar the girl who did her voice in the CRISIS 
series isan idol singer, but the one who did her 
in CRASH is not. 


So, who are these people? 


by James Standen Taylor 


Idol singers con be male or female, usually in 
their early to mid-teens. They are insufferably 
cute, as noted in the Japanese male “predi- 
lection for doll women (...) trained to be as 
pupper like as possible (...), smartly dressed 
(...), (using) antficial falsetto voices (...) and 
ritual (...) movements.”* Ir is nor an exag- 
geration to say that they are trained. Every- 
thing about them is pre-packaged by their 
public relations people. "Teenage talentos[os 
they are called in Japan! are often dolls. They 
are choreographed, directed and drilled to 
such a degree that any spontaneity that might 
have been there to begin with stands lirie 
chance of surviving. Every move, every ges- 
Ture, every smile, every phrase is the result of 
thorough rraining,”? Their job, for which many 
are payed a flat salary, involves "a rigorous 
(...) process fo teach them a specifically cho- 
feographed form to follow while singing and 
interacting with the audience. Standard cho- 
reography for each of the teenage singers 
consisted of a few dancelike steps and aseries 
of simple hand movements, all of which were 
repeated endlessly during performances (...). 
They looked and acted like cute little wind-up 
dolls (having) one or more overlapping teeth 
— traditionally regarded by the Japanese os 
a beauty mark.”> These dances, if one can 
call them that, are often so poor that you feel 
embarrassed for the poor gitl just having ro 
warch. Ir is made all the worse by the usually 
silly and outrageous clothing they are forced 
fo wear, which is sometimes applied in mul- 
tiple layers, anywhere up fo 3 or 4 at a time. 
sothey can strip on stage fromone to the next. 
To add insult fo injury, many of them just can't 
sing! This really annoys real artists, who ore 
often shuffled our the side door because they 
refuse to be packaged. Says Milsi Ohno, lead 
singer of the Jopanese rock band Passengers. 
"| think most Japanese music fans are deaf. In 
Jopan, no one has any critical awareness; 
they just follow the media and each other.“* 
This was played up in Anmic’ssuper-deformed 
spoof of GALL FORCE, where Catty kills the 
show producers with her idol number. Caruzo 
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THE TWO PRISSES! 


Above: CRISIS Priss, idol singer 
Kinuko Ohmori. 


Below: CRASH Priss, artist Ryoko 
Tachikawa. 
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IDOLS IN ANIME 


The ORANGE ROAD OVA 9, which 
revolves around the idol singer 
Hayakawa, 


IDOLS OR NOT 


Seiko Matsuda, the definitive idol 
singer. 


Ex-idol star Mari (Minmay) lijima, 
now a successful mainstream en- 
tertainer. 
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Fuller, Managing Director of Jade Music Tokyo 
adds his two cents, The domestic kawaii- 
chans (cutie-pies) can'tsing. You put them on 
@ stage oF on TV in America and people 
would laugh because they don't have the 
ability to stand up in an international marker 
against the compertition.”* While most idols 
‘are photocopies of a basic mold, the ones 
who went on fo larger success all are actually 
good singers or had a special hook of some 
kind to make them stand out. Genji, for 
example, is a. gang of cure, blow-dried boys 
who sing and perform gymnastics in raller- 
skates that most people can't do in bare feer 
on a. gym mat. 


As far as creative ralenr is concerned, most 
never get the chance to exercise it; their 
thoughts are usually not their own. 


Talentossing and dance in variery shows, 
‘act in teenage movies, smile a great 
deal, and do as they are told by an army 
of producers, advertisers and various as- 
sorted middlemen. Tolentos are prod- 
ucts of advertising companies using the 
most sophisticated marketing rechniques. 
They rarely last long, but while they are 
‘around, their ubiquitous and inescap- 
‘able presence makes them o major 
social influence. Everything they say or 
do isimmediately transmitted to millions 
of fans through gossip magazines and 
Television shows. Whar they say is care- 
fully programmed by the people who 
created them. It never veers from the 
most conservative social morality: how 
wonderful it sro be Japanese, how glad 
they are for all the help from their sen- 
iors, how hard work is the prime virtue of 
the Jopanese people and finally how 
they would love to get married and raise 
a family. 


The bottom line isthar they are nor really there 
To perform, but to be sold as products and 
used as mouthpieces for teen-cimed propa- 
ganda. “Few of the 13- and 14-year old girls 
had really good voices and most were poor 
singers, but that was nor the point. They were 
selected and packaged to represent role 
models, of idols, for the millions of teenagers 
who were targeted as customers for their 
concerts and recordings.”? Ir is 0 big image 
game. pinpointing the Japanese concern for 
form over substance, or appearance over 
being.’ "People. especially women, have to 
be redecorated as it were, ritualized and as 
far as possible, turned into works of ar."” Ser 
up on such a pedestal, rhe idol is usually 
promoted as single and available, or only 
loosely associated with a daring partner, To 
keep fan interest, This aspect forms the pivot 
for much of the action in ORANGE ROAD OVA 


© 3. The fans ore to believe that they can reach 

maybe even catch, the idol. Idols are to be 
screamed for, more than appreciated; and 
scream the fans do: “On February 14 girls give 
boys gifts of chocolate, and on March 14 boys 
return the favour with barches of homemade 
cookies. Hikaru Genji — a popylar musical 
band of beautific roller-skating teenage boys 
named offer the gollivanting hero in "The Tale 
of Genji” — received an astonishing eighty 
tons of chocolate one year from weak-kneed 
Junior high school girls all across Japan.""” If 
you have any Japanese friends you will find 
that most are very embarrassed by the the 
presence of idol singers, due to the bad light 
they tend fo throw on Japanese rock music 

They would rather you forgor about Wink, Pink 
Lady and orher novelties, and moved on to 
The Bive Hearts, Luna Sea or Lindberg instead. 

The slow changes from an idol fo an artist- 
driven music industry are caught in these 
observations by a Western school teacher in 
Japan: 


The message of defying authority, so 
important fo the success of rock music In 
the West, has never caught on in Japan. 
The musical tastes of my students ranged 
from the cute fo the cloying, from dainry 
female singers with bows in their hair to 
dean shaven boys with skates on their 
feet. Even popular Wester artists, like 
Madonna and the Beatles, are admired 
more for their glamorous personolities 
than for the darker messages their lyrics 
may contain, | once visited the streer in 
Tokyo where the punk teenagers gather 
‘on Sunday mornings to “hang out” and 

express themselves”. These punks 
sported signature black leather pants, 
greased hair, and metal studded shoes, 
bur they didn’t seem ro flaunt the bitter, 
‘anti-establishment slogans of their coun- 
terpars in London or New York, Instead, 
they had formed small troupes, dressed 
in matching costumes, and were danc- 
ing In synchronized routines for assemn- 
bled out-of-town tourists. Punk had losrits 
political philosophy and become noth- 
ing more than a tame side-show fo the 
otherwise bland sounds of Japanese con- 
formity.”’ 


So why isi like this? Veteran Japanologist De 
Mente has written a very interesting volume 
which dissects Japanese society into culrural 
forms that quide behaviour and expectations 
These forms are called kara. 


‘Shikota is one of the most used and 
most important words in the Japanese 
language. It means “Way of doing 


things”, with special emphasis on the 
), There 
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form and order of the process ( 


NIME WORLD, 


is hardly an area of Japanese thought or 
behaviour thar is not directly influenced 
by one or more kara. When used in the 
Japanese context the shikata concept 
includes more than just the mechanical 
process of doing something. Ir also incor- 
porates the physical and spirirual lows of 
the cosmos. It refers to the way things are 
supposedto be done, both the form and 
the order, as a means of expressing and 
maintaining harmony in sociery and the 
universe. The absence of shikara is virru- 
ally unthinkable to the Japanese, for thor 
tefers fo an unreal world, without orders 
‘or form.""? 


The bottom line is thar there is a specific way 
all roles are to be fulfilled. To nor fulfil them 
correctly causes confusion and aggravation. If 
you are an idol singer, you most fulfil your role 
in the prescribed way. “All this does make life 
in Jopan seem highly theatrical. Even the way 
people dress often seems a little stagy. Japa- 
nese, on the whole, like to be identified and 
categorized according fo their group or occu- 
pation, rather than simply as individuals."*? 
Living up to expectations makes you fit in, 
gives you an identity within group safety, and 
makes you wanted, “The traditional cureness 
kata consists of girls and young women simu- 
lating baby-like gestures and speech in atype 
of behaviour that is highly prized by Japanese 
men as portraying innocence and virginal 
sexuality.”"* Pop superstar Seiko Marsuda has 
turned this into an artform. In concert she 
jumps back and forth between pure little girl 
mode and Madonna-wanna-be-a-hooker 
mode as fast as the light show twinkles; lirer- 
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ally dress and bows fo leather and ner and 
back! Ir drives the boys wild and has so for 
guaranteed her over a decade of raging 
fame. 


As role models, the idols have to show they 
follow the proper kata and fulfil their place in 
society. Essentially, they become singing ver- 
sions of aizuchi, the poor girls who siron male- 
dominated talk shows for no reason other 
than to look cute and agree with wharever 
blatheris proceeding fromthe men's mouths. "> 
They, ar least, are above mascot-girls "whose 
only function is to sit in a chair, blink provoca- 
tively ot the camera, and remain absolutely 
silent." But even they know their kata, fulfil 
it, ond keep Japanese society humming along 
in its expected and prescribed way. You 
should nor be duped by this, however, as 
singers like Chisato Moritaka are not as much 
ridiculous os misunderstood. Seen through 
Japanese eyes they are behaving as ex- 
pected. Their playing and vamping reflects 
the differences between both Eastern and 
Western thearre and sexuality, It is a good 
lesson in learning to overcome your own 
cultural assumptions. or, os Christ once said, 
"Stop judging by mere appearances, and 
moke o correct judgmenr.”*” 


Inthe USA people train to seem natural, 
informal, in a word, real. One acts “natu- 
rally’; people are not supposed to see 
thar ir is all a fake. TV performers are. 
after all, personalities. In Japan it rendsto 
be the other way around. People are not 
interested so much in “real selves” and 
no attempts are made to hide the fake. 
On the contrary, artificiality is often ap- 
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TEEN MAGAZINES 


MYOJO: monthly magazine fo- 
cusing on idols, with some mate- 
tial on regular bands. Cover: 
Genji. 

KINDEIGA: monthly idol pop 
magazine. Cover: Ribbon. 


Opposed to those two are two 
mainstream music magazines: B- 
PASS and PATI PATI. 


Left: Popular Idol group Ribbon 
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Above: Chisato Moritaka in full 
idol star regalia. 


Below: Chisato as an ex-idol 
singer, having dumped the out- 
fits and making her own music. 
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precioted for its ownsoke. Performers do 
Not try fo seem informal or real, for it is 
the form, the arr of faking, ifyou like, that 
is the whole point of the exercise (...). 
Now, both the American personalities 
and the Japanese ralentos may be pup- 
pets, but the average Americon audi- 
ence does not want to be made aware 
of this, while the Japanese do." 


Before brushing all of this offassomething thar 
‘only happens in Japanese group-conscious 
conformity, we should look ar our own star- 
making machinery. “The idealized human 
being becomes the plastic human, able ro 
maintain o perpetual smile, not one whose 
beauty requires lingering familiarity, an inti- 
magy (...). What is created is an image of a 
Personin which all elements of spontaneity, or 
of individuality, have been removed (...) 
following quidelines developed in Hollywood 
starler factories, or “love goddess assembly 
lines”, where young ocresses were transformed 
into generic. interchangeable, oudience- 
Tested ideals (...). They were stamped out of 
@ mint lise silver dollars.”'? 


The life of the average idol isa long process of 
preparing for a brief rocker ride across the 
stars. They begin training when still children 
‘ond if useable are sent to schools that actually 
Teach them how fo be an idol! After their 
routine has been programmed to picture 
perfection, an all-out media assault occurs to 
promote the new star. This involves endless 
public appearances, interviews forteen maga- 
Zines, and performances on live TV shows, like 
Music Station. Ar first it focuses around rhe all 
important CD single, sold on a 3-inch mini- 
disc. If the song catches on ir will pull along the 
sales of a full CD thar is often nothing more 
thon padding for the hir single. Over the past 


two years it has become crucial to have the” 


song tied into an advertising campaign to 
gain exposure. Since Japan has a severely 
underdeveloped rock video scene with few 
outlets for airplay, the idol needs to ger into a 
commercial, TV series theme-song, or anime 
soundtrack as © vehicle to promote his mu- 
sic.® “Having a good song, a carchy arrange- 
ment and a young, photogenic artist just 
aren't enough — you've got fo have a tie-up. 
Tie-ups — songs used in TV programs or 
commercials — have become the Japanese 
music industry's main promotional tool in the 
past few years (...). Of Japan's 20 best-selling 
singles in 1992, only “Zero” by B'z [an abso- 
lutely butt kicking song, by the way] and 

Heya To Y-Shirt To Warashi" by Airi Hiramarsu 
weren't tie-ups (...), Without a tie-up it's al- 
most impossible to release a single.” This 
holds true for even the established artists like 
Dreams Come True. whose "Swinging Star” CD 
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has become the biggest selling Japanese 
recording in history, and Chage & Aska, a top 
selling power-pop duo. 


Eventually, the idol ride comes to an end: 
usually within a couple years, if thar. "There is 
a fresh crop of "new faces” each year, with 
mostofthe “older” girls going back to ordinary 
careers as high school students and larer com- 
pany employees, theirbloom of virginal fresh- 
ness gone by the time they are seventeen. 
Some idols, like Chisato Moritaka, Shizuko 
Kudo and Seiko Matsuda are so popular that 
they have lived on performing into their 20s 
and 30s as pop superstars, Chisato has been 
breaking with her idol past over the last two. 
years and trying fo establish herself as an anist. 
Mari lijimo, the real Minmay, successfully 
managed to do this by riding through the 
barrier on her MACROSS fame. Seiko bounces 
back and forth over the border as ir suits her 
purposes. Some legitimate bands, like Prin- 
cess, even marker themselves as if they were 
idols in order to meet the fierce competition 
from the idol machinery. Generally, if some- 
‘one has started writing their own songs and 
playing their own instruments, you can tell a 
change isin the air. A final option forthe singer 
at this point is to convert to performing tradi- 
tional Jopanese music (Enka) 


At times, sucessful idols are taken out premo- 
Turely. This can happen for as simple a thing os 
being human! 


The most extreme example of this in 
recent years has been a singing duo 
called "Pink Lady’, nwo legay girls whose 
dizzy heights of popularity lasted for 
obour three years. Not only did they sing 
ond dance in perfect unison, they would 
even speak in unison, and always in 
elevaror-girl falsettos. This went on for 
several years, Bur then, very occasion- 
ally, a dim light of emerging humanity 
started fo shine through the plastic fa- 
cade: asmall inkling that Pink Lady were 
‘actually human beingsand not just clever 
robots. It was precisely at that poinr thar 
they stored to lose their goddess starus 
with the very young. When the dolls 
came sufficiently ro life to turn down an 
appearance on the highly prestigious 
annual New Yeor television extrava- 
gonza [the NHK Red 6 White Special] the 
end of their fame was assured, * 


They made the mistake of violating kata, 
Another way to go out fast is to cause a 
scandal. One poor girl who was merely ques: 
tioned without an arrest in regards to possibly 
having smoked pot had all her contracts 
cancelled and "was made to go through a 
humiliating public apology on television, 
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something like those self-criticism sessions in 
China during the Culrural Revolution, telling us 
how truly sorry she was, and how frightful the 
effects of pot smoking are.”** Any digression 
that rocks the conservative public morality will 
bring a fire-storm of public and press outrage 
down upon the idol, and without a sufficienrly 
tearful and sincere recantation will result in 
exile from star-land. 


At this poinr in Japanese rock music history, 
thar might nor be a bad thing, as the days of 
the idol stars are numbered, Sociologically, the 
scene is similar to America in the late 50s and 
early 60s: 0 swarm of clean cur, manufac- 
tured singers, like Frankie Avalon, were on the 
verge of being swept away by audience 
boredom and artists who had come To push 
the borriers.2* A major threat to the idols is 
Japan's aging population profile. As the cus- 
tomer's average age increases, so does their 
disinterest in idol music pablum. There |s also 
the additional social barrier thar once kids 
Pass o certain age, iris no longer considered 
to be proper kata to listen to idol singers. A 
side effect of this aging is thar the audience is 
becoming more sophisticated in their criticism 
of music, forcing the medium to evolve ac- 
cordingly. You shouldn't have to think too 
hard to see the similar implications for the 
development of the anime field. Less prod- 
ucts may be produced, bur in all likelyhood it 
should be of berter quality and contain tighter, 

more sensible, storylines. 


Idols have reigned supreme, except for o 
brief period in the late 80s, when a number of 
tock bands like Vow Wows, Passengers, and 
Sheena & The Rockers momentarily upstaged 
them led by guitar heroes like Makoto 
Ayukawa and Kiyojl Yamamoro. They were 
unfortunately accompanied by “too many 
bands with too litle talent, marketed by foo 
many non-musicians with too much greed, 
pushed by too many magazines with too few 
scruples To roo many fans with nor enough 
brains to see thar roo many bands had roo 
little talenr."2”. Says Yamamoto, "Any band 
thar got on TV became stars. Initially. the fans 
were very young and didn't know which 
bonds were good orbad. Now people realize 
thar most of the bands were crap. Whar the 
band boom did achieve was to ger those fons 
used to band sounds."** This original band era 
broke up and was swamped by the next 
wave of idol singers, forced to start over “or 
worse, playing back-up for the very idols who 
helped fuel their decline. "?° The original band. 
boom, however, has laid the groundwork for 
return which will likely spell the end of idol 
domination, “The first band boon was like an. 
introduction to rock music for the Japanese. It 
allowed people to get away with a lor. The 
second rock boom will not tolerate bands 
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who come out and just try fo make a lot of 
noise, Next time around, the songs and arrists, 
are going to have to be berter."°° This nexr 
boom is seen as coming very soon, fuelled by 
bands like X, Luna Sea, Buck-Tick, Grand 
Slam, Loudness, Jacks'N'Joker, and a rising 
rock underground being bled into the moin- 
steam marker by middle-bands like Lindberg, 
Princess, and Pink Sapphire. When this under- 
ground erupts, it will return musical creativity 
to the artists and there will be a renaissance in 
Japanese music thar will produce a new 
generation of honest rock. In the meantime, 
the idols will continue rerunning the same 
tired ruts until their audience tires and turns 
away. Where rock enterainmentisconcemed, 
a rigid kara can be suicide. 


One way ro leave the idol industry, which | 
neglected to mention earlier, is actually sui- 
cide. Ar the end of their careers, many young 
falentos can'thandle the fact that iris all over. 
Theirheans are crushed; victims ground through 
a vicious reductionist consumerism into mere 
things: canned human produce. That is one of 
the true crimes of the idol industry: humans 
robbed of their humanity. | had never heard 
of idol singers before running across a news: 
irem in the Toronto Star. years before | would 
even hear one of them perform. Its sadness 
struck: me so much thar | clipped it out and 
taped it into & journal | keep which I use to 
record things that push me in my develop- 
ment into what | hope isa fuller humanity. This 
article constantly reminds me of our fragility 
‘ond the fultiliry of placing the basis of our 
personal worth in money, fame, and beauty: 


She had it all. Yukiko Okada, a beautiful 
18-year old pop singer, was being 
groomed to become a superstar. She'd 
been taken over by o vast publicity 
machine that was going fo make heran 
idonu (idol) — the focus of every teary- 
eyed teenager in Jopan. On April 8, 
Okada suddenly started saying she was 
Nor good enough, thar she was letting 
everybody down. She went into a bath- 
room and slashed her wrists with a razor. 
Terrified people around her rushed her 
fo a hospital, had the wounds bound up 
and rushed her back fo her apartment. 
While they were agitatedly discussing 
wharto do about her, she went out of the 
‘apartment, up To the roof of the highrise 
and jumped off. The spot stained by this 
lovely woman's blood was soon sur- 
rounded by a mob of weeping teenage 
fans who raced to the scene when the 
death was announced on radio and TV. 

Since then, more than 30 young people 
have committed suicide. Nobody knows 
how many were imitating Okada, though 
some definitely were." 
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HADES PROJECT: ZEORYMER 


Thisrelease was unexpected. We never hoped to see this animarion in English thar 
soon. Everything in ZEORYMER is downright cool, from the character design by 
Michitaka Kikuchi (BORGMAN, SILENT MOBIUS, DETONATOR ORGUN) to the 
mecha design, The animation is very crisp and the story is full of plor twists, as there 
is always some details left in the darls. Masato Akitsu is pursued by a bunch a guys 
in dark suits and thrown into a jail, from where he sees his parents being paid for 
having raised him. Meanwhile, the warriors of Haudragon, a criminal conglom- 
erate, are meeting to determine which one of them will capture back "Zeorymer 
of the Heavens” which was stolen from them years ago. It was fo become the 
leader of the eight “Hakkeshu” robots that Haudragon made to insure world’s 
domination. Each robor is then presented with his pilot (cooll). Iris decided thar 
Taiha, pilot of “Kaze no Lanstar” (Lanstar of the Wind) and lover of Yuratei 
(Empress of Haudragon) will be going after Zeorymer. He is defeated. In the 
second episode, Masaro learns thathe has been bio-engineered to be Zeorymer's 
pilor. No one but him or Miku, his newfound “partner”, can pilot the robot. Now, 
he must fight againsr Si-Tau and Si-Aen, twin-sisters who pilot Gallowin of the 
Waters and Briest of the Fire, They will attempt to annihilate Zeorymer since it 
seems they cannot retreive it. An excellent OVA (with awesome robots!) that 
would have been perfect if it wasn’t for the music (that we disliked bur It's o 
question of taste). 


US Manga Corps, Car.# USM-1098, subtitled, 60 min., 529.95. **** 
Martin Ouellette 


RG VEDA ll" 


The second installment of the animated version of the celebrated work of studio. 
Clamp, RG VEDA, is actually better than part|. Itrhankfully escaped the "second one/ 
cheaper one” syndrome, which affected incredible OVAs like ARISLAN, It starts off 
where parr | left, Yasha, Ashura, Karura, Ryo and Somah arrive to Taishakuten’s 
capital in search of the sixth star. Once their group is completed, they will be able 
fo topple Taishakuten and return the throne to its rightful heir: Ashura. Their arrival 
is noticed, but they nevertheless managed to enter the palace, which isopen to the 
Public for that day. Ashura meersher kind half-brother and also faces the person who 
hates her the most: her own mother. The guards attacis and Ashura repells them 
easily but, as she steps on the spot where Taishakuren vanquished her father, she 
is teleported to meet her father’s spirit: In the meantime, Yasha is fighting 
Taishakuten and badly wounded. Ashura comes back and they manage fo escape, 
bur nor without discovering the identity of the sixth star. A fantastic work. The 
animation, music and story are the same (if not better) quality than the first part. 


US Manga Corps, Car.#USM-1080, subtitled, 41 min., $29.95. **** 
Martin Ouellette 


32 


Ba i i i 


eoeoeeveeeeereeoeeeeeeeeeeeeeeeeoereereeeeeeeeeeeereeeeneeneee 


GIANT 


THE NIGHTTHE EG) 
‘The Block Attaché Cose 


Waste of money 
Poor 
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Good 
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=" GIANT ROBO 
THE NIGHT THE EARTH STOOD STILL 
VOLUME 1 “THE BLACK ATTACHE CASE” 


From the advertisement and previews that were featured in NEWTYPE during the 
past few years, one could easily expect those cartoonish figures to fail in bringing 
back the look animations had in the sixties and early seventies. Certainly, these 
roundish, old-fashioned-styled characters and vehicles meant nothing good the 
world of anime. 


Who could have expected it? If GIANT ROBO does nor renew the animation genre 
with its glamorous remake of a sixties live-action series, then nothing ever will. Nor 
only does it take a fresh approach at what is now becoming an overused theme 
—being “green” and ecologically correct — bur it does it with class, The animation 
is crisp, and although it looks like it comes right our of the sixties, itis done with all 
the flair and imagery (and the accumulated experience) of the nineties. It tells 
a fascinating story of good guys versus bad guys, of giant machines and super- 
powered characters fighting each other, and of a clean form of energy which 
becomes the source of great evil. 


The story contains very few surprises, but the cliffhangers happen exactly when 
they should — so much so that it becomes painful to wait for the rest of the story 
to be told. The musicis nothing short of excellent and only makes Giant Robo (the 
animation AND the machine) classier and more powerful. Watched in original 
Japanese, this was destined to become a classic, 


Unfortunately — and this will certainly rekindle the unfortunate debare berween 
subs versus dubs — the diclog is downright disappointing in English. We can only 
hope thar whar the characters were saying in Japanese was not as dum as what 
the English version displays. Very few viewers we asked were not imitated by 
Shizumea’s whining voice and dialog, or did not fall asleep listening to Tetsugyu's 
virile. grunting and inane, macho dialog. Perhaps this is because of a poor 
translation, or because the Japanese dialog isnot thar great to start with, but GIANT 
ROBO volume 4 lost much of its appeal and magic in the dubbing, and is in fact 
an animation that is best warched in original Japanese, even if it means not 
understanding the story. Ar the very least, it is difficult to know whether the 
Japanese voice actors are incomperent or whether they were merely handed a 
bad script fo start with. 


In a nutshell, GIANT ROBO is still an animation that is very. much worth having in 
one's collection. In this case, it may be best to have a spare Japanese copy on 
the side ro warch again once the story is clearly understood. Ir is just less unnerving 
thor way. **** 


Jean Carriéres 


Are you mad?! Most of the staff of the magazine found the English version of GIANT 
ROBO to be one of the best dubs ever done on the anime US marker (after the 
first RANMA 1/2 OVA), | can't compare the translation with the original story 
(though it often happens that a Japanese story — not well understood — seems 
berter) bur US Renditions’ work seemed quite good ro us. | had the feeling that 
it was just like the original bur in English. Anyway, as | often say, the importance 
is to understand. It doesn’t matter if it's dub or sub, good or bad. 


US Rendirions, Cat.#USR-VD20, Dubbed, 55 min., $24.95. ***** 


“VIDEO REVIE ws) 
MACROSS II: VOLUME 3 


Oh my God, what a piece of crap! Except for the mecha designs, | cannot really 
find anything good to say about this. The characters, which were fairly well done 
in the first four episodes, are horrendously drawn, the animation is sub-standard 
and the music uninteresting, lacking the spirit and presence it had in the first 
MACROSS. And the ending Is so bad! The exaggeration is really present too, as 
we see alittle Valkyrie (the so-called “Metal Siren”) pump enough juice and 
ammo thar even the Nu-Gundam of CHAR'S COUNTER-ATTACK would be 
defenseless against it! Blowing up a small cruiser would be acceptable, bur don't 
tell me such a small machine has enough power fo destroy a Marduls Flagship all 
by itself] The worst is thar, when you watch the animation, you do not even care 
if the characters get blown away. | mustsay thor U.S, Renditions' job was welldone 
and thar they are nor responsible for this animation being so bad. | guess they 
thought it would be a winner and were wrong. GIANT ROBO, thar was a sure 
winner. Buy MACROSS II, Volume 3 if (and only if) you have Volumes 1 and 2. and 
want fo complete your collection. Don't blow your cash on such crap if you do nor 
have ro. 


US Renditions, Cat.#USR-VD26, dubbed, 55 min., $24.95 ** 


MERMAID’S SCAR 


{ must say that | was not excited at the prospect of watching this animation, as|'m 
not a great fan of Takahashi Rumiko's work (RANMA 1/2 excepted, of course). It 
was wrong. | would like to give you some idea of the story, but the plot would 
be ruined. Let's say that iris the sequel of MERMAID'S FOREST, 500 years later. Yuta 
and Mana (the girl he rescued in the first OVA) travel across Japan in an attempt 
to see just how long it rakes to become weary of immortality. And then they meer 
this kid, Masato: The characters are very interesting and the story is chilling to say. 
the least. The dubbing Is perfect and respects the intended feel of each character. 
Sorry thar | can’t say more because | do nor want fo blow the ending. This OVA 
is that good! If you buy it, do not say a thing to your friends and let them discover 
what is going on themselves. The effect is guaranteed! 


Viz Video, Car.#VVMS-001, dubbed, 50 min., $34.95, ***** 


RANMA 1/2, VOLUME 1 


Who has nor seen at least one subritled episode of this series? I'm sure nor a lor. 
Inwas good, right? Well, guess whar? The dubbed version is even better! What the 
characters were saying to each other was already funny subtitled; bur when you 
actually hear them say it, ir is even funnier, The conversation berween Ranma- 
chan and Akane about their, well, “equipment” is hilariously funny, as well as the 
way Ranma talks to his father. Bur the best voices are Nabiki's and Kunou’s. 
Nabiki’s voice radiates this “| would sell my mom if | could” attitude, while Kunou 
sounds like he's straight out of Kenneth Branagh's “Henry V" (“Whilst thou sparwith 
me?") and the altercation about how to write his name between him and Nabiki 
is, to say the least, unfriendly. The other character's voices are fine, except for 
Alsane, who sounds a tiny bit too old. | was afraid thar the song at the beginning 
(Yappapa, Yappapa....) would be changed or thatthe animation for it would not 
be the same, but! was wrong. The end credits are also intact, Frankly, this isa very 
good job and should be applauded. Go get this tape now, it's urgent! 


Viz Video, Car.# VVRT-001, dubbed, 50 min., $29.95, ***** 


Martin Ouellette 


e 
e 
e 
e 
° 
° 
e 
e 
e 
e 
° 
. 
e 
e 
e 
e 
e 
° 
e 
° 
° 
° 
° 
e 
e 
. 
° 
° 
e 
e 
e 
° 
° 
s 
° 
e 
e 
e 
° 
e 
e 
° 
e 
e 
e 
e 
e 
. 
° 
. 
. 
e 


eo. 


VIDEO REVIEWS 


RANMA 1/2 OVA 
DESPERATELY SEEKING SHAMPOO 


| thought poor Ranma Sacrome had been beaten, spurned, slapped, kicked, 
punched and abused enough in the TV series. What a mistake! In "Desperately 
Seeking Shampoo", the ditzy Chinese babe has been given a brooch, which turns 
love into hatred if worn upside down. And now she hates Ranma with rhe same 
Passion as she used to love him. Ranma should feel happy about thar (he's been 
complaining about Shampoo hanging onto his underwear long enough), bur 
guess what? His ego is bruised now. Where's thar special “Saotome Power over 
Women’? Has he lost his touch? Ar the end, he nearly has to forsake Akane, but 
is saved by circumstances out of his control. And Ryouga and Kunou, unhappy 
bout the way Ranma has been treating Akane lately, give him such a ride for 
his money that he winds up in the hospital! Nevertheless, “things couldn't be 
better’. Probably the best Ranma 1/2 ever made! The “Christmas Scramble” is not 
as.good (or funny) but features a truly brilliant money-grubbing plan by Nabiki 
(who could sell her mother if she still had one) thar really purs Ranma in a difficult 
position. And the dubbing is brilliant. Go buy it right now! 


Viz Video, Cat.# VVRO-001, dubbed, 50 min., $34.95. ***** 
Martin Ouellette 


SILENT MOBIUS 


At last! A truly comprehensible version of SILENT MOBIUS! Nor thar the story was 
totally incomprehensible in Japanese, but there were some, well, nuances which 
needed to be clarified (especially the spells and Lucifer Hawk's motivations). For 
those who have not seen this animarion yer and know “Silent Mobius” only via rhe 
manga, it should be said thar the rwo are noticeably different. The characters, 
although done by the same arrist, look much better in the animation — especially 
Lebia and Rally. The other characters are more or less the same, except for Kiddy, 
who hos a completely different hairstyle, The uniforms are also somewhat 
different. Although the manga was not expansive on backgrounds, the anima- 
tion definirely is, with some of the best animation backgrounds ever seen. The 
mechanical designs, by Yutaka Izubuchi, are more slicks than the manga version 
as well. All this is backed by an excellent soundtrack, which is probably one of the 
best ever made (slightly “scary” though), especially the song at the end. Titled 
“Sailing”, it won the prize for Best Animation Song in 1994. Once’ again, the 
dubbing job by Streamline is excellent, with only two voices slightly off. Katsumi 
and Yuki's voices are a bit-too deep, especially Yuki's. That is the only flaw in the 
entire job. Go buy this one, folks! 


Streamline Pictures, Cat.# 90793, dubbed, 50 min. **** 


Martin Ouellette 


ALBATROSS: WINGS OF DEATH 


One of the multiple LUPIN THE Ill OVAs, WINGS OF DEATH hasthe qualities of being 
the best of all OVAs and being done by none other than Hayao Miyazaki, the 
master of animation involving planes and, since the death of Osamu Tezuka, 
“sensei” of all Japanese animators (he does nor like the title though). The 
animation , as with all Miyazaki productions, is very slick and derailed, the qualiry 
of this OVA being justo notch under “Cagliostro Castle". The characters are, of 
course, spectacularly well done and funny. Especially Jigen and Fujiko (who 
spends a good par of the OVA in less than fully-dressed attire) who really gave 
this viewer a few good laughs. The story is rather simple and goes as follows: Fujiko 
steals the fuse of a mini-nuclear bomb from its inventor, drops it in Lupin'slap and 
gets captured. When lupin discovers what the little gadget is, he suspects Fujiko 
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of being in over her head and goes after her, with Inspector Yamagata in hor 
pursuit. The inventor of the bombs (which are decidedly very small) decides to 
make tracks and the crazy chase scene (mandatory in anything concerning Lupin) 
begins. Have Fun! The dubbing by Streamline Is flawless (just as with “Cagliostro 
Castle”) and shows this company’s concern about good dubbing. If Carl Macek 
continues to do such a fantastic job, maybe people will get off his back and 
applaud him (he desperately deserves it!) as they should have for years! Good 
job Carl! 


Streamline Pictures, Cor. #90503, dubbed, 30 min., $14.95. ***** 


AMBASSADOR MAGMA 


Another resurrection GIANT ROBO style! And that is where the comparison stops. 
Contrary to GIANT ROBO (which is a masterpiece), MAGMA is nothing more than 
below average in everything except its animation, which is very well done. Even 
if it was created by Osamu Tezuka, it does not save it from having a really 
tidiculous story (his original manga was probably funny bur this series is probably 
too serious). The character designs are OK, | guess, but the robot is of a design so 
antediluvian and incongruous (have you ever seen a robot with hair?), the villain 
so unbelievably stupid (the ultimare evil?! As if being ugly made you evil!), I just 
couldn't believe in them. The music is no more than ordinary (thar of the end 
ctedits is rather cool, though) and the atmosphere Is not much better. Irsounds like 
| will not recommend this video but | actually will recommend if to any amateur 
of the “Giant Robor Fighting Ridiculous Aliens” style, who will certainly sink their 
teeth into this and truly like it. And the dubbing is very well done, so you don't get 
bored to death while warching it. All in all, AMBASSADOR MAGMA is not 
tremendously bad, but it is nor tremendously good either. Three episodes on the 
first volume. By the way, | thought that DIE was L.A. Hero “mature” label, What's 
mature in this video? 


L.A. Hero, Cat.# DIE-O2, dubbed, 90 min., $29.95. ** 


V TENGU 


KABUTO 


RAVEN TENGU KABUTO 


must say thar | usually HATE Buichi Terazawa's stuff, be it manga or animation. 
| also despise his portrayal of women as sex toys (like the mororbike girl in GOKU 
MIDNIGHT EYES) and the marcho attitude of his main characters, Bur | adored 
RAVEN TENGU KABUTO ever since | first caught a glimpse of it at Anime Expo 92. 
The story recounts the adventures of a( probably) not totally human, sword master 
named Kabuto as he gets back to a place where he studied his art ren years ago. 

Irseems that the lord of the castle has died and that his mistress has now taken 
control of his domain, keeping his daughter prisoner and abusing hissubjects. With 
the arrival of Kabuto (who promised the late lord's daughter to save her anytime 
something bad happens to her), the mistress’ plan to keep the domain under her 
tule goes awry. | let you figure out the rest. As always, Terazawa’s love for weird, 

sci-fi looking machinery gave us some reasons to ofipe, bur | must say that | was 
impressed by the “Karokuri” (the best translation of this word, as far as | know, is 
doll/gadget) automatons or androids designs he came up with. The animation 
is very well done and the character design is truly in a class of its own. The music 
is good burt some of it seems misplaced. All in all, | don’t see a lor of problems 
inthis video. Some scenes are graphicaly violent, so keep the kids out of the room 
when you watch this. Enjoy a good work by Buichi Terazawa (ar last!). 


L.A. Hero (DIE), Cat.#DIE-01, subtitled, 45 min., $34.95, **** 
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VIDEO REVIEWS 


BATTLE ANGEL 


One of the most unusual, fururistic OVA around is BATTLE ANGEL, a.k.a, GUNMM. 
It isthe newest cyberpunk story around from A.D. Vision. The story focuses on an 
android girl found in a junkyard by the cyberphysician Ido, who repairs her with 
a new Berserker body. The Berserkers are a race of incredibly strong cyborg- 
warriors bred to fight. With her new-found body and her “Panzer Kunst” skills, said 
to be the most powerful fighting techniques, she chose to become’a hunter- 
warrior, like her mentor. This important information, found in the manga, was 
lacking in the OVA and is important in better undertanding the story. 


Her first challenge was against Grushka, a brain-eating android who had been 
living in the depths of the city and rose ro become one of the most feared and 
hatred monsters of them all. In the first round, Ido and Gally (her name was 
changed fo Alita in the manga translation) kill Grushsa's partner. Grushka himself 
barely escapes, only ro seek revenge. With the help of Chiren, a cyberphysician 
in disgrace, he is healed and even improved, but he is nevertheless defeated by 
Gally'sincredible abilities. There are several differences berween the manga.and 
the OVA stories, and it creates a lot of confusion for those who have read the 
manga. For example, Chiren has nor yer appeared in the manga. Very often 
OVAs freely plays with original mango's sequence of events 


From the start of the OVA, an emphasis is put on the relationship berween Gally 
and a young boy named Hugo, who appears only in the second volume of the 
manga. His dream is fo go fo Tiphare, the city in the sky, and for thar he needs 
a lot of money. He has no choice bur to involve himself with the black marker 
activities of the factories. He is finally caught by a bounty hunter, but saved by 
Gally. Having lost his human body and his dreams, he leaves. Gally finds him on 
one of the tubes thar links Tiphare with the scrapyard as he tries to climb it. 
Unforrunately, Tiphare’s defence system destroys Gally’s first love. 


Those two OVAs, “Rusty Angel” and “Tears Sign”, had an incredible impact on me 

lloved every moment of them because it shows that love can survive in a cold- 
hearted city. | recommend ir to all fans. 

Sylvio Martins 

Fanimation, Montreal 


The Battle Angel OVAs, based on Koshiro Yukito's GUNNM manga (Known In the 
US as BATTLE ANGEL ALITA), tells the tale of Gaily (Alita in the manga), a lethal 
and efficient cybernetic girl who, after being resuscitated by Ido (formerly a 
cybemeticist from the-Sky City of Zalem), goes on fo become a bounty hunter 
tracking criminals and various cyberpsychos in the Scrap Iron City. In the manga, 
it was a series of endless combars with ridbits of human stories in the background. 
In these animarions (there are two on the rape), it is another story entirely. 


Most of the characters, if nor all of them, feel much more human than in the 
manga. The story flows nicely, foreshadowing events to come, and is beautifully 
underscored with a romantic soundtrack. The second episode is the best of the 
two. The story is hopelessly gut-wrenching and the mood so well set that one 
cannot help but weep ar the end. Although the animation is smooth and crisp, 
and the combat well-choreographed, it is the fact that the story carches the 
essence of this cybemeric girl — who has a loving heart beneath all this metal — 
that mokes the animation everything the manga promised to be but failed ro 
deliver. 


If there’s one OVA to buy among all those who have come out in rhe last six 
months, this one is ir. No anime collection should be without it 


A.D. Vision, Car.# VHSBA/001, subtitled, 70 min., $34.95. **** 
Jean Carriéres 


ANIME STORIES | 


V-GUNDAM 
CONTINUED 


by Martin Ouellette 


As we said in our last V-GUNDAM update, this show is quite popular in Japan and is far 
from being cancelled. In fact, articles in Japanese magazines like NEWTYPE gave us 
the impression thar the series will last over 60 episodes, The model kits are beginning 
to be very popular, even if lots of people found the mecha designs uninteresting at 
first. Speaking of designs, the V-Gundam has now been replaced by the V-2. ahighly 
powered up version of the first version (both were designed by Hajime Katoki). The 
mecha of the Zansugaaru (Zanscarl?) are also getting quite cool to look ar, although 
some of the designs are getting alittle too wild to our taste (mecha inside big wheels? 
A ship with wheels!). The “manga” feel of the story did not kept ir from being more 
and more mature and interesting, giving us a very good mix of full throttle mecha. 
action and thoughrful characrer development. This make this series a. good reply to 
Zeta Gundam. Lets just hope tharit willstay thatgood until the end. Here isour updated 
ANIME STORY for episodes 26 to 40. Keep in mind that this is our interpretation of the 
events, We are not Jopanese translators, so there could be some errors (we surely hope 
Nor...) 


In our last update, Usso and Peggy Lee were going on a mission To Side 2, in the hopes 
of rescuing Shakti from the hands of the Zansugeary. They stumble upon Queen 
Ammoniasu and Chronixle engages them, killing Peggy Lee. This enrages Usso (who 
seemed to really like Peggy) but he can do nothing and retreats. As the Zansugaaru’s 
fleer approaches Earth, the Riga Militia decides to fire a Giant Beam cannon at them. 

The plan is ruined by Chronixle, who installs a bornb on the cannon, Usso and Junko 
(the leader of the Gun- EZ Girls) are sent to take care of it but Junko’s MS is damaged 
‘and, as Usso is covering her, she goes our of her MS to disable the bomb. Unfortunately, 

it istoo late and she is vaporized by the explosion. Ar this poinr, Usso decides thar he's 
had enough and infilrrates Side 2 where he is captured by his once-friend-bur-now- 
raving-maniac Karejina, who seems to really be taking oll this seriously (what 
happened to make her hare him so much?!). This is where we discover that Queen 
Ammnoniasu is rather more a religious figure than a royal person! She seems to be an 
extremely powerful newtype, used by the military leaders to fanatize their people. She 
does nor seem to be happy with thar and helps Usso to escape, bringing Shakti with 
him, The Rigo Militia decides to retreat to Von Braun City on the Moon. Arone moment, 

the gang of kids recue a beautiful woman from thugs. This is when we discover why 
Usso had such a fixation on Peggy Lee: she looked like his mother! For ir is his mother 
they Just recued, The others leave them alone together and Usso, while resting in her 
‘arms, recounts his terrible ordeal ro her. This peace does not last for long as Zansugaary: 
agents kidnap her and Shakti 


The Riga Militia engages pursuit but they cannot stop them ond the RM's MS 
cornmander(who had married Maberro a little before) gets killed by throwing himself 
against the enemy ship. The Zansugaaru's command fleet (led by Chronixle) enters 
Earth atmosphere (we haven't really figured out what their mission is yet). Ar one 
moment, Usso's mom proposes Chronixle to use her as a shield against the attacks (she 
seems fo Want To protect Shakti) and she gets killed when the damaged MS holding 
her collides with a ship. In a very intense scene, Usso hands his mother's bloodied 
helmer (probably still containing her head) ro Mabetto, so they could bury her. Then 
he sits on the floor and weeps. In episode 40, the Riga Militia burries their deads. This 
is when the carnage become apparent. So many dead and it seems that things could 
only get worse, 


Inthe next episode, Usso will find his dad. Will Mabetto be the next casualty? If could be 
since most Gundam female pilots were really not lucky in this series. Let's wait and see! 
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ANIME STORIES | 


FATAL 
FURY 2 


by Martin Ouellette 


One of the latest in the batch of video arcade game-inspired animations, Fatal 
Fury 2 was a pleasant surprise. We were expecting one of those cheap 
animations, made to sell toys. Were we ever wrong! We are not exactly fans of 
merchandising animarions, but this one has something special. Fatal Fury 2 was 
made especially to sell the video game of the same name, and played on TV 
in Japan. What was the most surprising about this animation is its quality. The 
animation is unbelievably crisp and very fluid (much like the animated version of 
Gunmmv/Barrle Angel Alita), with really cool character designs (the bad guy could 
have been in Record of Lodoss War). The story is also fun, if a little simplistic and 
predictable. Itgoes as follows: Terry Bogard, ex-"Street Fighter’ (!?) and champion 
of the world, is travelling around the world, working small jobs to make some 
money to pay his expenses. Although he is the ex-champion, other younger 
“Street Fighters” sometimes find him, eager for a fight to prove their strength. Thar 
is what happens on a sunny day in Europe when Terry is confronted by a young 
marial arts champion. Terry disposes of him easily and the guy walks away, Tony, 
co street kid who saw Terry fight, wants to be his student, bur Terry refuses, saying 
thar he is still a student himself. Besides, Tony has a family. Tony says he wants to 
be a street fighter, like his father before him. As they walk into an alley, Terry feels 
a dark presence. To Terry’s prodding, an immensely tall and broad man stalks out 
of the shadows and introduces himself as Krauser, the descendant of a line of 
German Counts who, since antiquity, served as bodyguards for royalty. Krauser 
wants to see what Terry can do, Terry charges him, bur Krauser stops him as if he 
were a mosquito; as much as Terry tries, he cannot even rattle Krauser. In the end, 

he is beaten senseless. But Krauser is nor satisfied, for Terry was not in his best form. 

He departs telling Tony where he lives, to make sure that once Terry is ar his top. 
form, he will go there to fight him again. 


A few days later in Japan, Andy, Terry's younger brother; learns from Joe, the wo. 
brothers’ old friend, that Terry was beaten silly by Krauser. Andy wants to go to 
Germany fo avenge his brother, but he must bear his master first. Andy does so 
without too much problem and departs, followed by Joe and Mai Shiranui (his 
master's granddaughter). Meanwhile, a down-and-our Terry drinks ro forger his 
shame and it takes the sight of Tony being beaten and getting up again to make 
him react. A few days later, he learns that Joe pursued Krauser alone and got 
severely wounded. Terry goes to the hospital and Mai tells him that Andy is waiting 
for him ar the usual place. When Terry gets there, he challenges Andy ro a fighr. 

tosee who isthe coldest fighter, for only aman capable of beating his own brother 
can be cold enough Krauser to bear him. The two brothers fight and Andy proves 
to be incredibly strong, bur nor enough ro bear Terry's new move. Terry goes to. 
Germony for his battle with Krauser and, at the end, the two fight in Krauser's 
castle. The battle is incredibly fierce, as both adversaries are fantastically fast and 
strong. But Krauser, being overconfident, does not watch for Terry's last move and 
gets clobbered. Seeing himself beaten, Krauser jumps through a breach in the 
wall and falls hundreds of feet down to meet his death, All this sounds alittle comy, 

but you should watch it before judging, as it is really cool. Very commercial but 
hey! We can't have everything, can wel? 
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lanus Publications, 


In Protoculture Addicts #23, page 5, an article 
was printed titled “Robotech Scoop”. This 
made mention of assorted info which included 
Del Rey's efforts in reprinting their novel se- 
ries. It was requested that we fans write in to 
tell you what we would like to read in the 
further “untitled” novels, therefore may | take 
this opportunity to pass on what | believe 
should occur to the entire novel series. 


Novel adaptations should be made of: 


a. “Genesis” 

b. Eternity's adaptation of “Return to Macross” 

c. the “Malcontent Uprisings” 

d.the "Untold Story”, after the departure ofthe 
SDF-3 and the arrival of the Masters to 
Earth; and 

e. Eternity’s adaptation of “Invid War", from 
the defeat of the Masters to the arrival of the 
Invid on Earth. 


| believe these additions can be included in the 
existing ROBOTECH novel series and would be 
excellent in filling the “gaps” of continuity. 
Such a complete series could easily be added 
to, and could include: 


a. an episode involving the “Global Civil War"; 
and 

b. Eternity's adaptation of “Invid War— After- 
math” . 


| salute Del Rey's decision to reprint the novel 
series in an “Omnibus” collection and hope 
there will be a hardcover release. 


Initially, | believed that a complete ROBOTECH 
Saga (including the above) should be bound, 
renumbered and limited for collectors, but | 
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can now see how wrong this decision would be 
by depriving future fans of their own collec- 
tion. 


Perhaps ifthe aboveideacannot be realised for 
now, the initial “Omnibus” release could be 
done ina way that additional volumes could be 
added at a later date. This would of course 
mean that the volumes should not be num- 
bered. 


| hope | have been of some help and | look 
forward with anticipation to the novel and toy 
releases. 


D.M. Larkham 
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Dear Protoculture Addicts, 


In PA #23, page 5, article “Robotech Scoop" 
said to let them know about any ROBOTECH 
fans out there. | didn't know who to write, and 
since | didn’t have Harmony Gold's address, | 
decided to write you. 


I'm more than a ROBOTECH fan, I’m Otaku 
Supreme Ultra Deluxe (and this is by far an 
understatement)!! | went to great amounts of 
trouble to get anything with ROBOTECH writ- 
ten on it. Among my ROBOTECH artifacts are 
all the MACROSS saga (the best ROBOTECH 
saga) ontape, allthe ROBOTECH novels (1-18) 
by Jack McKinney, the ROBOTECH RPG books 
by Palladium Books, ROBOTECH comics, and 
(now this was the most difficult to find) a toy, 
transformable Veritech Fighter, model VF-1S, 
with neat little snap-on Super Veritech armor!! 
From all of this you may think ROBOTECH is 
the only piece of Japan animation | like (itisn't, 
but it is my favorite). 


I'm sorry for writing this late, but PA arrives 
extremely late here in Alaska. 


P.S. Could you please get me Harmony Gold's 
address? Thanks a bunch in advance. 


P.P.S. Do you know who did Captain Harlock, 
and ifyou do, could you give metheir address? 
Thanks a bunch, and please write back. 


Sincerely, 
Nick Carroll 
Anchorage, 


Harmony Gold’s address is: 7655 Sunset Blvd, Los 
Angeles, CA 90046. Captain Harlock was done by 
Leiji Matsumoto. We do not have his address, 
unfortunately, but you might find more informa- 
tion with Malibu Comics, who published the 
Harlock comics. Hope this helps you. 


Dear lanus Publications, 


In your May-June 1993 issue, you said to let 
you know if there are any ROBOTECH fans left. 
I'mwriting to let you know that my brother and 
| are ROBOTECH fans. 


The first time | saw a ROBOTECH cartoon was 
when | was about 5 and my brother 9 years old. 
Ever since | saw the first cartoon, | have been 
hooked and still am. When the ROBOTECH 
series went off the air, | was shocked. 


Then, when my brother was about 17 years 
old, he started to collect the ROBOTECH book 


— 


series, | just started to read the series this 
year, Between these events, | didn't really 
think about ROBOTECH. Now, |'m as inter- 
ested as | was when | was younger. 


Also, could you tell me how | can get some 
soundtracks of ROBOTECH, MACROSS II, 
STARDUST MEMORY (GUNDAM, 1991), 
Magic CD single (1991, hopefully on cassette), 
Evergreen CD single (1991 — also hopefully 
on cassette), Sound Sketch One (1989), MS 
GUNDAM 0080: WAR IN THE POCKET, hope- 
fullysome SILENT MOBIUS, and others. Please 
let me know. | can't seem to find any sound- 
tracks atall. I'd really appreciate it. Thank you. 


Karen Middleton 
Gresham, Oregon 


‘Your best bet would be to write to Nikaku Animart, 
615 N. 6th St. San Jose CA 95112. Phone: (408) 
971-2822, They have a great variety of anime 
soundtracks and provide their customers with 
excellent service. Don’t get your hopes too high 
for ROBOTECH soundtracks, however. They are 
out of production and very rare. Good hunting 
anyway. 


Dear lanus Publications 


In issue #23, you asked if there are any 
ROBOTECH fans out there. Yes, there are. My 
name is Jon (P.0.Z.) McLeroy and |am a huge 
ROBOTECH fan. However, | feel insulted by 
Scott MeCord for saying ROBOTECH Is over. 
It's not over and shall never be. 
forever!!! 


It will tive 


Lt 


ag 


You also asked what fans would like to see in 
the new ROBOTECH novels. Well, | would like 
to see a young Zor Prime, the creation of Rem, 
Rick's proposal to Lisa, and what the Robotech 
Masters were doing during their mission here 
to Earth. 


Thanks for listening. Sincerely, 


Jon (P.0.Z.) McLeroy 
Indian Wells, California 


P.S. You may be wondering that the P.0.Z. 
stands for. Well, it stands for Prophet Of Zor. 


P.P.S. Who was the voice of Zor Prime in the 
ROBOTECH TV series? Didn't he also do the 
voice of Rem in the Robotech II: The Sentinels 
film? 


Allhail the Prophet of Zor! He has returned among 
us! No, seriously, we don’t know who did the 
voice of Zor Prime in the ROBOTECH series, but it 
DOES sound like the same voice as the one who did 
Rem in SENTINELS. 


Dear PA, 


\'m writing in response to Maggie Molina’s 
question “Is there a MACROSS video game for 
Sega Genesis?” 


Unfortunately, to my knowledge, there is nota 
MACROSS game for Genesis (though the rumor 
mill claims that it's underway). However, there 
isa Super Famicom (Japanese SNES) Macross 
cartridge. The game uses Hikaru (Rick), Max 
and Millia (Myria), each with different weap- 
ons. Your Veritech can mechamorph (that is 
the proper term for mecha transformation) 
into all three modes: Fighter, Battloid and 
Guardian. Be warned, the game uses the 
Japanese terms Fighter, Battroid and Gerwalk. 
S'great. 


The cartridge is software compatible with the 
SNES, but to convert the cartridge so it will fit 
in the SNES, you must drill two holes in the 
back of it. To do this, simply use a pen to mark 
where the holes should be and drill. Compare 
the back of a SNES and Famicom cartridge, 
and note the dual indentations in the back. 
Those are what | mean. 


Anyway, back to the magazine (YOU ARE A 
MAGAZINE, DAMMIT!) | first ordered PA 
issue 20 from a catalog (I'll drop a name: 
Wargames West, 1-800-SAY-GAME; s’great) 
and found out you've dropped the Sacred 
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Robotech License. | freaked out! Holy <cen- 
sored>! But as | reluctantly read your ‘zine, | 
started to like it. 


Unbelievable! | thought, “This pagan drekain't 
so bad, chummers!" (Yes, | am a gamer, 
Robotechie and hacker, dammit!) 


| agree with what Josh Wanisko said in #20 
about why ROBOTECH was special (the peo- 
ple), but | want to add something. 


When | first watched RT, it was just another 
afternoon cartoon, Then | discovered some- 
thing: ithad a PLOT! Of all things, anime with 
a plot! Running short of time, got a ‘run to 
make. 


May your leaves always be green and golden, 
and your path always clear, 


Frank Case 
Dallas, Texas 
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New Robotech RPG Books 


In response to the tremendous number of requests for new Robotech RPG 
supplements, Palladium is planning a series of new sourcebooks filled with 
new information, optional rules, villains and adventures. The first is scheduled 
for an April release and is described below. Two other 64 page books are in 
the planning stages and are likely to include Mars base, space stations, clones 
and other good stuff. We'll keep you posted 


Robotech: Zentraedi Break-Out 


Zentraedi Break-Out is only the first of a series of new Robotech RPG 
adventure-sourcebooks. The first book is scheduled for an April release. It 
will feature new information on the Zentraedi Control Zone (in South America), 
new characters, betrayal and adventures! 


Highlights Includes: 

Map and details of the city of Patagonia. 

Additional information about the Zentraedi Control Zone. 
Modified mecha and Zentraedi rogues. 

New squadrons and border patrols. 

Compatible with Rifts and all of Palladium’s mega-damage games. 
Interior art by Ewell and Breaux. 

Written by D. Christian — Available April (really!). 

© 64 pages — $9.95 plus $1.00 for postage and handling. 

Copyright © 1994 Palladium Books Inc 

Palladium Books and Rifts, RECON, The Mechanoids, and Megaverse are registered trademarks owned 


and licensed by Kevin Siembieda. Macross Ils trademark owned und licensed by Hero Communications! 
Big West/Macross 11 Project. 


Robotech is a registered trademark owned and licensed by Harmony Gold, USA. Inc. 


Great Robotech RPG Books 


ROBOTECH®: Book One: Macross. This is the basic role-playing game 
that recounts the Robotech Defense Force's valiant efforts to protect the Earth 
from the Zentraedi invaders. RDF mecha, Macross characters, and the SDF-1. 
$11.95 plus $1.50 for postage. 

ROBOTECH®: Book Two: The RDF Manual. A source book with more 
data on the RDF and the world. Includes the floor plans of the Daedalus and 
Prometheus. $7.95 plus $1.00 for postage and handling. 

ROBOTECH?®: Book Three: Zentraedi. A source book with more infor- 
mation about the giant Zentraedi. Includes the floor plans of the alien 
spaceships. $7.95 plus $1.00 for postage and handling. 

ROBOTECH®: Book Four: The Southern Cross. A giant 112 page source 
book with al! the mecha and armies of the Southern Cross, as well as additional 
weapons, vehicles, bioroids and the Robotech Masters! $11.95 plus $1.50 for 
postage and handling. 

ROBOTECH?®: Book Five: The Invid Invasion! This is another big 112 
page source book with famous and fabulous mecha like the cyclones, Alpha 
fighters, and Beta Fighters, not to mention a variety of weapons and the 
insidious Invid. $11.95 plus $1.50 for postage and handling. 

ROBOTECH II: The Sentinels™! A complete RPG in itself, this dynamic 
book presents the mecha, aliens, and characters of the never completed 
Robotech animated series. 160 pages. $15.95 plus $2.00 for postage and 
handling. 

ROBOTECH II™: The REF Field Guide. A great source book that pub- 
lishes a wide variety of artwork from the animation model sheets created for 
the New Generation and Sentinels television series. Includes mecha transfor- 
mation sequences, as well as stats on REF characters, floor plans for typical 
REF bases and a Robotech Factory, adventures and more. $15.95 plus $2.00 
for postage and handling. 


: 
A Megaverse of Adventure 

Don’t forget about the Macross II™ series, Rifts®, The Mechanoids®, 
Heroes Unlimited™, Beyond the Supernatural™, Ninjas & Superspies™, 
The Palladium Fantasy RPG™, RECON®, Rifts® miniatures and more. 
Send 75 cents for our complete, 32 page catalog of Palladium products. 


Palladium Books” 


Available at hobby shops and comic stores everywhere! 


Pioneer has the best variety of anime titles available 
‘on laserdisc. The exciting MOLDIVER, TENCHI MUYO, 
and GREEN LEGEND RAN series include all original 


Japanese dialog, with English dub or subtitle. These 
original video animation programs are intended for 
mature audiences, and contain adult situations 
which may not be suitable for younger viewers. 
0, choose from the original classics: SPEED RACER, 
ROBOTECH, GIANT ROBO, and AMBASADOR MAGUMA. 
All have the finest picture available in home video, 
plus digital sound. 


Only on laserdisc. Only from Pioneer. 


If you haven't seen it on laserdisc, 
you haven't seen it. 
IacaMice 


©1994 Phoneer LDCA. Inc 


LET MEGATECH 
SATISFY YOUR MOST 
PRIMAL DESIRES. 


You've played uction games. And scanned graphics files. Now experience EMD 
tuous women and hot /{séamiy tition of Japanese Anime, with Megatech’sqap 
6-track stereo, Sour oft Grtiphics hand-sculpted for your PC. Ye 


Live out your wildest fantasies st Fight to stay alive in this mythical land bf i 
domes from vicious thugs. Con you of spirits, warriors and lovely, 5, the fine 
It if they've got a thing for gumshoes? you know what's real? ish, Hot action-in mi Be one, 


For a free demo, coll our 24hr. BBS ot 310-539-7739. (8n1) MS TECH 


NoT RECOMM yENDED FOR PLAYERS UNDER 18. 
‘None ofthe yamen developed by MezatechSaftware has een vated by the MPAA. 


